PP LG GM B A :G-K AN TER AG T 1 -ME GOM 


How to Play 4 


Characters 


Monsters 


Walktrough 


Secrets 


THUMB INDEX 

The tab on the right-hand side of each double-page spread helps you to quickly find your way around 
the guide. The top section lists the individual chapters and the lower section highlights which part of the 
chapter you are currently reading. 


INDEN 
If you are looking for a particular piece of information, consult the keyword index starting on page 230 
This list will show you at a glance which pages contain the information that you are looking or 


FOLDOUT PAGE 

The handy foldout at the back of the guide 
provides an overview of the icons used in 
the guide and what they represent. The world 
map, complete with region names and page 
references, facilitates quick à to the 
Walkthrough 


The game screenshots are shown in 16:9 ratio; this format differs from 4:3 ratio. 


How to 
Thús chapter explains everything you need to how about 
plaping the game. To benefit those readers who are playing an 
RPG for the furst time, we begin with a detailed introduction 
that guides ; you step by step Hw rough the start of the game. ld 
you are an experienced RPG veteran, you will also find some 
wseful information on the features in Dragon Quest, including 
the four characters’ individual spells ad abilities (described 
in the Character settion later ov). 


STARTING TEE 


1. SYSTEM SETTINGS 


When you first load the game, after the memory card check 
will be asked to specify certain system settings (Fig. 1). 


+ Screen Size: Is your screen in the classic 4:3 format or do 
you use a 16:9 widescreen display? 


+ Sound: In the Sound menu, you can set the volume of the 
background music (BGM), sound effects (SE) and speech 
(Voice). You can also switch the sound from Stereo (default 
setting) to Monaural. 


Use the directional buttons or the left analog stick to select a 
settings option and press ® to go to the next menu where, again, 
you can use the directional buttons or the left analog stick to make 
your selection and then confirm your choice. You can change 
these settings at any time during the game (see page 15). 


Default button assignments 

Use the directional buttons or the left analog stick to move the pointer 
around in the menus (Fig. 2). ® is generally used to confirm a 
selection and ® or @ can be used to cancel a selection (or to return 


to the previous menu). 


2. ADVENTURE LOG 


Press GIARD to go to the menu, where you have three options 
(Fig. 3): 


+ Continue your adventure: If you have been playing and have 
saved a game, you can continue from here. 


+ Create a new adventure log: Create a game here to start 
playing from scratch. 


3. ENTER A NAME 


Once you have chosen Create a new adventure log, you must 
name your (male) main character (Fig. 4). Your hero's name can 
contain between 1 and 8 characters. This quide always refers to 
the main character as “the Hero”. You can skip directly to the End 
button by pressing GARD. Now confirm your choice. You can 
now save the adventure log you have just created. Select No if you 
don't wish to save, but want to start the game anyway. 


Note: The asterisks in the name field will not be visible in the game, 
and need not be deleted. Do not insert any spaces after the name, as 
these gaps will be included as part of the name. 


4. PROLOGUE 


At the end of the intro (which you can't skip) you take control 
of the Hero. Press a button or move the analog stick to make 
him stand up. A Help window will now appear (Fig. 5) on screen 
showing the default controller configuration, enabling you to 
familiarise yourself with the controls (see pages 7-8). 


* Delete an adventure log: If you have been playing and need 
space to save a new game, you can delete any unwanted 
previously saved games here. 


If you want to change your character's name after selecting End Ap 

you must first confirm that you want to save the game and then use 
®/® to cancel the memory card selection. This will eva k 

to the menu. 


This opening sequence is purely for the purposes of experimentation. 
You're not under any pressure, so feel free to take your time. You 
can do what you like in the glade, but Yangus will call you back 

if you try to cross the bridge and leave the camp. Talk to Yangus 
when you have finished trying things out. This chat with your 
chubby chum will herald your first taste of combat (see below)! 


Note that the following always applies in dialogue: if you press a 
button or move the left analog stick at the end of a section of text, 


5- THE FIRST TASTE Of COMBAT 


After you have spoken to Yangus, you will be attacked by 
three monsters. These blue slimes are the weakest enemies in 
the game and can be defeated very easily. The following four 
options are available to you as this round of battle commences 
(Fig. 6): 


* Fight: As the saying goes, “attack is the best form of 
defence”. This is always true when fighting slimes. 


+ Flee: You can normally use this option to try and run for it, 
but it won't work in your first battle. 


+ Intimidate: Any attempt to use threatening behaviour in the 
hope that the enemy will be scared off is doomed to failure here. 


+ Tactics: You can determine your basic battle strategy in advance 
by having Yangus fight automatically. (More of this later.) 


Note: Detailed descriptions of these combat options follow on 
page 16. Select Fight, then choose from one of the six possible 
actions that appear for the Hero and then for Yangus. Currently 
you have neither Abilities nor Spells, and have no Items apart 
from your basic equipment. The Defend and Psyche Up actions 
will be equally useless, so opt for Attack (Fig. 7). 


You now witness the clash between your warriors and the 
monsters (Fig. 8), in which you may sustain a couple of hits 
that set you back a few HP. Keep fighting until all the slimes 
are defeated. You can now collect your spoils: you receive 
experience points and gold coins (this happens after every 
successful battle). The hapless slimes also leave an item 
behind (although this is generally a random occurrence): a 
medicinal herb. After this exciting encounter, you proceed to 
Farebury. 


you will move on to the next dialogue box. If you press ® while 
text is appearing within a dialogue box, all of the text for that box 
will appear at once, but the dialogue will not skip to the next box 
until you have pressed a button or moved the analog stick once 

more. This ensures that you don't miss anything important. 


Condrotler;P52 


Directional Buttons 


Left Analog Stick / ' \ \ 
Buêton d 7 ] 
Right Analog stick/ 
& Button 


CONTROL ì FUNCTION 


Walk/run; change 
selections in the menu 


To run, hold down the ® button while you are walking 


Run; change selections 
in the menu 


Carry out an action; The standard button for confirming an action is ®, which can be used for a range of moves depending on the 
confirm selection inthe __ situation. Use ® to open doors, chests and cupboards, start conversations, pick up and throw barrels and 


If you want to move slowly, gently push the stick 


@ opens the main menu, where you can manage your equipment, select spells and much 
6). You can use bot to confirm your selections in the menus 


Use ® to look at the map of the area (see page 11). This option is not available until you enter your 
first town. As with ®, this button can also be used to cancel a selection or close the main menu 


Open the main menu 


View the map 


Use ® in the menus to cancel a selection or return to the previous menu, or to close the menu. | 
You can also use the C button to do this Í 


Hold down ® while using the directional buttons to run. Press ® during dialogue to advance 
more quickly through the text an 
Use CD/@D to make the character turn tert or right on the spot. You can also use these buttons | 

in the main menu (see pages 12-16) to toggle between the four submenus Í 


The right analog stick serves a similar function to CD/@D; it rotates the camera ‘around the Hero. The ned 


Cancel selection 


@/ Rotate view leftright 


Change camera angle difference here is the direction: in the default setting, push the stick to the right if you want to look left. 
Moving the analog stick up or down moves the camera angle up or down 


Shift camera behind ‚ à 6 | A 2 
player character Press this button to return the camera to its starting position behind the Hero À 


"Press @ if you want to view the environment from the Hero's perspective. You can neither move him nor 
Toggle first-person view __access the menu from this view, but can look around using the analog sticks. Press @2 or one of the other 


i you Ig y 
have come across. To begin with, only the few items the Hero carries with hìm are listed. (See detailed info ks € 
on page 15). In some menus GEEED can be used as well as ® to cancel a selection | De 
— 


See what your party members have to say by pressing to open the party talk screen, and moving the | Rene £ 
analog stick then pressing ® to address a selected character. This option is not available in the opening scene. Le 
Talk to your companions Talking to your companions can prove a useful tool if you don't know what to do next (this won't happen if you use re 
Aelen of coursel), le ede ede bele /, 


H Open the Battle Log 


MOVING AROUND IN 3D 


If you are playing an RPG in a realistic 3D environment for the 
first time, you should start by familiarising yourself with how 
the camera works. Basically, the virtual camera is behind the 
Hero, and the character's movements are always relative to the 
camera's field of vision 


While you are using the left analog stick (or the directional 
buttons) to move the Hero (Fig. 1), you can also use the right 
analog stick to change the camera angle. However, as the 
direction of movement depends on the field of vision, you can 
also use the right analog stick to influence the direction of 
movement. This may sound confusing, but it is quite easy to do 
when you try it: 


Hold the left analog stick down and slightly forwards and, as 
you do this, move the right analog stick to the left or right. You 
will observe that this changes the direction of movement, while 
you continue looking in the direction in which you are going. 


INTEBACTING WITH YOUR 
ENVIRONMENT 


Nothing will happen if you simply press ® the moment you get 
control of the Hero for the first time, but if you go and stand next 
to a barrel, you can pick it up using ® (Fig. 2). You won't be 
able to run fast when carrying a barrel. Press ® again to smash 
the barrel on the ground (it is not possible to put it down gently). 


Go up to Trode, the green gnome-like creature, and press ® to 
talk to him. The good fellow will say very little at this moment in 
the game. Enjoy the peace and quiet while it lasts… 


OPENING THE MAIN MENU 


Pressing © opens the main menu (Fig. 3) containing the 
following submenus: Items, Magic, Attributes and Misc. (see all 
the details on the different menus from 12 onwards). You can 
experiment with the various functions, but please remember 

to avoid selecting Discard when examining the Hero's items. 
Once you have thrown something away you can't get it back, 
and losing equipment will make your first forays in the game 
unnecessarily difficult. 
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In towns such as Farebury you can buy items, rest overnight, and 
talk to the townsfolk. Press ® to call up a map showing all the 
important places. (Read more about maps on page 11.) 


CHURCHES 


Speak to the priest in the church; his 
style of dress makes him instantly 
recognisable. He will offer you various 
options: 


* Confession (Save): Save the 
current game. 


+ 


Divination: Find out how many experience points you must 
collect to progress to the next level. 


+ 


Resurrection: Your fallen comrades can be brought back to 
life….in return for a generous donation! 


+ 


Purification: Poisoned characters can be healed… at a cost. 

+ Benediction: Curses can be lifted from equipment… for a fee. 
+ Nothing: Exit the menu. 

After saving your game (or if you have chosen not to save your game), 
you will be asked if you wish to continue the adventure. The game will 
end if you answer “No”, but you will be asked again to make sure! 


Note: You can create up to 30 saved games per memory card. 


SHOPS 


You can buy and sell items, weapons, 
etc., in shops (Fig. 3). Speak to the 
merchant and select Buy or Sell using 
left/right or D/E. 


+ Buy (Fig. 4): Most shops! range of 
goods is limited, generally consisting 
of 4-6 different items (the number is shown at the bottom left of 
the screen). Highlight an item and use lefyright to increase the 
number that you want to buy, up to a maximum of 9. 


To the right of the screen you will see how many of this 
particular item you already own. In the case of weapons and 
armour, you are shown which character can use a particular 
item and how this item changes the bearer’s attributes. Once 
you have made your choice, you must decide who will carry 
your new acquisition. To save time, equippable items such as 
weapons, armour and accessories can be equipped immediately. 


The most important starting point is the church, the only place 
where you can save your game. 


For the first few hours of gameplay, a visit to the church is the 
only way to bring dead characters back to life. The cost of 
Resurrection depends on the level attained by the fallen character: 
levels 1-4 cost 10G, after which the price increases! 


You will rarely need to avail yourself of the Purification service to 
heal a poisoned character, as you can generally resolve the issue 
using antidotal herbs and other items or spells. It will be a long 
time before you come across cursed equipment, which can't be 
discarded, and therefore requires Benediction. You will of course 
be warned about such objects in the Walkthrough. 


Note: It is not only priests who will attend to your needs in church. 
Nuns can also perform the full range of ministrations (Fig. 1). In 
fact, you'll find that it's not just churches that offer these services — 
they can sometimes even be performed outdoors (Fig. 2). 


* Sell: When selling items, it doesn't matter what the merchant 
specialises in. You can sell any object to any merchant, except 
important items, which can't be sold anywhere, anytime! 
Remember that the sale price of goods is usually 50% of the AN 
purchase price (decimal places are rounded up). 


Note: Identical items are always for sale at the same price 
wherever you go. If, for example, you see a farmer's scythe for 
910G, you won't find this weapon any cheaper in the next town. _ 


SEE THE SIGHTS 


Whenever you enter a town for the first time, 
scour the place: look in every cupboard, 
smash every pot and take anything that 
isn't nailed down. This will have no negative 
consequences whatsoever, in fact, it is quite 
normal. The Walkthrough will tell you exactly 
what you can steal… er, take with you. 


The following objects may contain useful 
items: treasure chests (Fig. 7), barrels 
(Fig. 8), pots (Fig. 9), cupboards (Fig. 10), 
bags and sacks (Fig. 11). 


What you cannot take however, are weapons 
and armour which are openly displayed 
(Fig. 12). These are for decorative purposes 
only and of no practical use to you. You 
should also be sure to rummage in 
bookshelves (Fig. 13), where you will 
sometimes find helpful hints and recipe tips. 


You can only take each object once, even 
though smashed barrels and pots reappear 
after you have visited another house or town. 


On your walkabout you should also explore 
the wells (Fig. 14). These places are marked 
on the map for a very good reason (see the 
Secrets chapter on page 201 for detailed 
information). You should also speak to all 
the locals to learn useful information and 
maybe even pick up a few items. 


THE INN @) 


At the inn you can stay overnight and recuperate for a price. It's 
worth it, as your HP and MP will be fully restored. You should 
therefore make regular use of the hoteliers services. Bear in 
mind that, unlike shops, the cost increases as you travel further 
afield. 


It makes no difference if you select Stay overnight or Rest until 
evening (Fig. 5) (you won't always be offered the choice). The 
price remains the same and you will always be completely 
rested. These options only serve to specify the time of day you 
will wake, which is useful if, for example, you want to meet a 
certain person at a particular place at night. 


THE BANK ©) 


You will occasionally come across banks on your travels (Fig. 6). 
You can deposit gold coins in banks. This can be very helpful, 
since if your party is ever wiped out in battle, they will lose half 
the gold they are carrying, but any gold in the bank will remain 
intact! 


You can display a map of the area using ®. There argfthree types of map: town 
maps, dungeon maps and the world map. 


Town (Fig. 1) 

+ This type of map is available whenever you are in a town. Icons show the 
location of shops, churches (where you can save games), inns, pubs, wells and 
banks. You can hide/display the icons by pressing the relevant button. 


+ _A flashing red arrow marks your position on the map, and the tip of the arrow 
indicates your line of vision. If you are in a building, the arrow changes into a star. 
This star doesn't show your exact location, but indicates approximately the middle 
of the building. 


Dungeon (Fig. 2) 

+ If you want to use a dungeon map you will first have to find it, as these are always 
hidden in treasure chests. Symbols mark steps, doors and the exit (ladders are 
also shown as stairs). Next to the name of the dungeon, you will see the name of 
the level you are on. Only the current floor is shown — you can't view the next one! 


+ Remember that the entrance is always at the bottom of the dungeon map. This 
means that the maps are not always orientated to the north, so be aware of this 
if you are trying to find your bearings with a compass. 


World (Fig. 3) 

+ Atthe start of the game, you must do without the help of a world map. However, 
you will eventually acquire the map in the course of the game. This will happen 
automatically as the plot unfolds, so don't worry! 


+ Known places/towns are marked with a blue dot on the world map. Red dots 
indicate a dungeon. You can toggle between two views: a more detailed view of 
your current surroundings and an overview of the entire world. 


{ 


There is a discernible day/night cycle in Dragon Quest (Fig. 1, Fig. 2), whichtias 
more than just a visual effect on the game. The shops are closed at night in\many 
of the towns, and most of the inhabitants are elsewhere — in the pub or at home in 
bed. Consequentiy, you will often receive a different reply (or even no reply at all) 
when you talk to someone at night. 


The time of day doesn't just have an impact on town life: the countryside is also 
affected, with more dangerous monsters roaming the plains under cover of darkness. 
This is why, at least at the start of the adventure, you should only go out at night if 
you are well prepared. Be sure to save your game before you leave town. 


On the subject of preparation, it's always a good idea to check your equipment 


before leaving town. To this end, let's have a “butchers” (as our friend Yangus 
would say) at the main menu. 
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HOWTOPA 


Press @ to open the main menu, which contains four submenus: 
Items, Magic, Attributes and Misc. Press left/right or CD/&D to 
toggle between the four categories, and confirm your selection by 


ITEMS 


The tems menu (Fig. 1) is where you manage all the goodies that 
your team has acquired during the game. The members of your 
team (up to four) are displayed on the left of the screen. On the 
right you can see the personal inventory of the currently selected 
character. The bag icon is shown on the bottom left, and your 
current total of gold coins is indicated at the bottom right of the 
screen. 


ides the characters’ images, names and levels, you will also 
ir HP and MP depicted numerically (current/maximum) and 
ally, (red or blue bar). 


Each character can carry up to 12 items and equip up to five at 
one time, one from each of the following categories: weapon, 
armour, shield, helmet and accessory. When an item is equipped 
itis marked with a small “E”; if an item cannot be equipped, it is 
marked with a red “X” (Fig. 2). 


When you move the cursor over an item, a description of its 
effects or appearance will appear at the bottom of the screen 
(Fig. 3). Additional information is also displayed directly below the 
inventory: the item name, category (e.g. item, weapon type, shield, 
accessory) and relevant attributes (e.g. a weapon’s Attack power). 


Selecting an item from the personal inventory calls up a menu with 
five options: 


+ Use (Fig. 4): Use an item immediately, ie. ingest a medicinal herb 
or read a note. tems of equipment cannot generally be “used”, 


pressing ® or ©. Press @ to return to the previous screen orto» 
close the menu. (Press ® to immediately close the menu.) if 


+ Transter: Move the item to another character’s inventory or 
into the bag. Select the original character if you want to move 
the item to a different place in the personal inventory. 


+ Equip/Remove: Arm a character with a piece of equipment or 
remove it (the item remains in the inventory). If you want to 
use a particular weapon or shield in battle, you must first equip 
it. The same applies if you want to use a piece of equipment to 
boost a character's Defence, for example. 


+ Discard: Throw something away. Be warned that you cannot 
retrieve an item once it has been discarded. Certain important 
items (ie. items essential for completing the adventure), 
cannot be discarded. 


+ Nothing: Close submenu (same function as ®). 


RAG 


Unlike the personal inventory, the bag's capacity is infinite 
place more than 12 items in it, this simply starts a new “page 


(Fig. 5). The only drawback of this magical container is that you Ee 


can't access it during combat, as only items in the characters’ 
personal inventories can be used. 


You have three options when you select Bag: 


+ View Bag's Contents: You can look as well as touch. Once you 
have selected an item, you have four options: Use, Transter, 
Discard and Nothing. If you want to equip something from the 
bag, you must first transtfer it to a personal inventory. 


+ 


Organise Items: This option enables you to transter all 
unequipped items carried by one or all of the characters to the 
bag in one go. Note that this includes healing items, but not 
certain other objects that can be used during combat, i.e. cheese 
or certain magic wands. 


EQUIP /TRANSFER EQUIPMENT - 


Highlight an item in your inventory. If equipping this item increases 
a particular attribute, the value will appear in green. In contrast, a 
red value indicates that the item will lower an attribute. 


This information is straightforward for items which only affect 
one particular attribute (weapons = Attack, armour = Defence) 
(Fig. 6), but you need to bear in mind that some items can alter 
two different values at the same time, only one of which you will 
be able to see. Also, when swapping an equipped item for an 
item which raises a different attribute, you will only be informed 
of the increase in the attribute the new item affects, and not of the 
drop in another stat caused by uneguipping the other item. For 
example: 


The Magic menu lists spells in the field magic category (Fig. 9), 
which covers all spells used for non-combative purposes. You 
are likely to visit this menu often if you use magic to heal your 
characters after a battle. 


Select a character and highlight a spell. The effect of the spell is 
displayed at the bottom of the screen. The MP column on the right 
shows how many magic points the spell requires. 


Some spells may involve additional choices — when you cast the 
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* Sort Bag’s Contents: Sort the items in the bag by type or 
alphabetically. If you sort by type, “consumables” (such as 
medicines) are listed first, followed by alchemy pot ingredients 
(such as, er, cowpats), important items, weapons, armour, 
shields, helmets and accessories. 


Your character is wearing the gold bracer accessory, which increases 
Defence by 4. You highlight an agility ring and see: Agility +15 
(Fig. 7). Sounds good! However, you should bear in mind that 


equipping this ring instantly decreases your character's Defence by 4, 


because the gold bracer is automatically replaced by the ring. 


When you transfer an item to another character (Fig. 8), you will 
be told if this item will increase/decrease one of the recipient's 
attributes (or if he or she cannot even equip the item). 


You can place the item in an empty space or one that is occupied. 
The two items will be swapped with each other if the selected 
space is already occupied. 


Heal spell, you must specify the character you/want to heal, and 


when you cast the Zoom spell you will be prompted to'select. young 


destination from a list. 


mesonen 


ATTRIBUTES 


There are five icons at the top of the Attributes screen indicating 
which items, if any, the character currently has equipped. Below this 
are the details of the character’s status (Fig. 10): 


+ Sex: Male or female. 
+ Strength: This is the character’s physical might. The higher 


the value, the more effectively the character can attack (see: 
Attack). 


+ 


Agility: Agility levels determine the order in which the 
characters and monsters engage in combat. A character/ 
monster with a high level of Agility will attack earlier, and is 
able to evade certain attacks automatically. 


+ 


Resilience: Resilience is the characters stamina. The higher 
the value, the more the character can withstand enemy attacks. 
Feeble attacks may not inflict any damage whatsoever on 
characters with high Resilience (see Defence). 


+ 


Wisdom: Wisdom determines a character's magical abilities. 
This value does NOT influence the character’s behaviour if you 
have enabled automatic tactics for battle. 


+ 


Attack: Attack is the sum of the character's Strength and their 
equipped weapon's attack power. 


+ 


Defence: Defence is the sum of the character's Resiience and the 
defensive attributes of their equipped armour, shield and helmet. 


+ Exp: Experience points are gained by defeating monsters. 
When you have accumulated a certain number, the character 
progresses to the next level and his or her attributes, and 
sometimes skill points, increase. 


+ 


Skills: The skills are depicted by five different icons. Each 
character can learn specific abilities (mainly to do with 
handling particular weapons). 


The Strength, Agility, Resilience and Wisdom values increase as the 
character increases in level. Agility, Wisdom, Attack and Defence 
can all be boosted by equipping accessories. 


The five skill values indicate how much a character has learned of 
certain special abilities. The first three values are individual weapon 
skills: Yangus learns skills from the Axes, Clubs and Scythes 
categories. Fisticuffs (unarmed combat) is always fourth on the list, 
while the fifth value represents each character's personal strength, 
e.g., the Hero's Courage. 


When you select a character’s attributes list, you can access a 
further four pages of information. Selecting a spell or ability calls up 
a description. 


+ 


Field Magic: A list of all the non-combative spells that your 
character has learned. 


+ 


Battle Spells: A list of all the spells that can be cast during 
combat. 


+ 


Battle Abilities: Special abilities acquired by accumulating skill 
points that can be deployed in battle. 


+ 


Traits (Fig. 11): Abilities that are automatically applied in battle, 
acquired by accumulating skill points, e.g., an attack bonus on 
a certain type of weapon. 


MISC. aan anenenenenenemenesensenrensersenevernenmenrneersenrens voanvanseensen 
This menu contains a variety of useful options (Fig. 12): 


+ Heal All: Instructs any party members that have learned 
healing spells to restore all characters to full health as 
efficiently as possible. Medicines are only used if all MP has 
been drained. 


+ 


Tactics: Corresponds to the battle menu (see pages 16-17). 
Select the strategy you want the character to employ 
independently in battle. 


+ 


Line-up: This enables you to specify the marching order of 


your party members. The first character on the list represents Camera: U/D (up/down), L/R (left/right): you can switch from 
your party in the game, so if you are bored of looking at the Standard to Inverted if you prefer to control the camera the 
Hero's back, select Yangus to lead the party or, better still, other way round. 


Jessica! Don't forget, however, that the two characters at the 
head of the party are attacked more frequently. Third position * Help: Enables you to access the windows that appear on 


is considerably safer, and the character in fourth position is screen when you first start playing, which provide information 
attacked the least. on Controls, Saving Your Progress, etc. 

* Equipment: This menu option enables you to change each + Battle Records: This menu option takes you to the Battle Log, 
character's equipment. All items in a characters personal Which contains statistics on defeated enemies, etc. You can also 
inventory are listed in the five categories representing open the Battle Log directly from the field by pressing GELE. 


weapons, armour, etc. 
+ Alchemy Pot: This menu option can only be accessed once 

+ Settings: This allows you to change the settings that you you have reached a certain point in the game. This happens 

selected the first time you loaded the game: automatically as the plot unfolds, so you can't miss it. Further details 
on this invaluable piece of equipment can be found on page 63. 

Screen Settings: 4:3 or 16:9. 
Sound: Select the volume for Voice, SE and BGM, and choose + Monster Team: Reorganize your monster team (see Secrets 
between Stereo/Monaural sound. chapter page 202 for details). 


BATTLE LOG 


Access this menu (Fig. 13) by pressing or selecting 
Battle Records in the Misc. menu. It contains a range of 
statistical data, such as your total playing time, the distance 
you have covered and the number of monsters you have 
defeated. If Trode is nearby, he will interject with one of his wise 
sayings. You can also access a number of submenus: 


+ Defeated Monster List: This lists all the different types of 
monster that you have defeated so far. You can view the 
complete list (View all monsters) or sort them according to 
habitat or family. Press left/right to sort the lists by type or 
alphabetically. Order by Type lists the monsters in numerical 
order from No. 1, the common or garden slime, up to… well, 
you'll just have to wait and see! (The chapter containing 
details of all the monsters starts on page 68.) 


The list (Fig. 14) shows not only how much EXP and Gold 
you acquire when you defeat one of these monsters, but 
also how many creatures of this type you have already 
defeated. If the vanquished beast has left an item behind, 
Ît will be listed under ltems Obtained. This information also 
appears after 20 monsters of a certain type that have not 
dropped any items at all have been defeated. 


By pressing CD or @D, you can rotate the monster’s image. 
Press ® or © to view the monster in action. 


Press down to move the cursor next to the name of any 
items listed under tems Obtained, and then press © to see 
a description of the item. 


+ Collected Item List (Fig. 15): tems that you have picked up 
at least once are listed here. You can view lists according to 
different criteria (Weapons, Armour, etc.), or simply peruse 
the full list of items. Press left/right to toggle between sorting 
the list by Type or alphabetically. 


+ Alchemy Recipe Book (Fig. 16): The Alchemy Recipe Book 
appears as soon as you obtain the alchemy pot. It lists 

all the recipes that you have acquired from books, during 
conversations or by simple experimentation. Selecting a recipe 
from the list takes you straight to the Alchemy Pot menu. 


ince you leave town, it won't be long before you are confronted 
by your first horde of monsters. These encounters are generally 


random, although their frequency and the combination of enemies 


are governed by strict rules. The most important thing is to 
always be prepared. In particular, try not to leave town until you 
have your full quota of HP and MP and take plenty of healing 
items with you. Make sure that you always have at least a small 
number of healing items in your characters’ personal inventories 
in case you need to use them in battle. You should also always 
pack a chimaera wing in your bag to enable you to teleport back 
to town in an emergency. Sometimes you or your enemy may 
benefit from the element of surprise as battle commences, giving 
the opposing party little or no chance of retaliation. 


The Hero and Yangus are little more than raw recruits at the 
beginning of the game, and are therefore bound to take a certain 
amount of damage during the first few battles. Let's start by 
having a look at the battle options in more detail: 


+ Fight: Normal combat (see below). 


+ Flee: You can attempt to flee, but whether you succeed is a 
matter of luck. If you fail to escape, the monsters will be able 
to freely attack you, so this option is not without risk. You will 
forfeit any EXP or gold coins if you flee from combat. 


+ Intimidate: This is an attempt to force your opponents to flee 
by making threatening gestures. Intimidation is more likely to 
work if the enemies are much weaker than you. Monsters that 
have been scared away sometimes leave an item behind, but 


+ 


your team’: s taunts, they may then turn the tables on you and 
strike back. 


Tactics (Fig. 1): You can have all the characters except the 
Hero fight automatically using pre-set tactics. (You can also 
access this menu from the Misc. menu.) Choose from the 
following options: 


Show No Mercy: A full offensive. The main objective is to 
inflict as much damage on the enemy as possible. However, 
when faced with less powerful and weakened opponents, it 
is generally preferable to opt for a strategy that requires fewer 
MP 


Fight Wisely: This strategy favours actions that hamper the 
enemy by casting spells to render them Asleep, Confused or 
Paralysed. 


Focus On Healing: The character concentrates on healing 
whenever a teammate's HP falls below 50%. The emphasis 
here is on keeping MP consumption low, boosting Defence and 
reversing status changes. 


Don't Use Magic: Besides magic, no abilities that require 
MP are used. If you want to save your MP for later, this is the 
strategy for you. 


Get Psyched Up: This strategy focuses on building up 
tension (to a maximum of 50), unless the opponent can be 
felled with a single blow. The character does not spend time 
on healing. 


Follow Orders: Disables the automatic fighting mode and 
enables you to issue the commands yourself. This is usually 
the best battle strategy. 


FIGHT: BATTLE COMMANDS 


Selecting Fight provides you with the following options (Fig. 2): 


+ Attack: Attack with the character's currently equipped weapon 
(or your bare hands). 


+ Abilities: Use a battle ability learned by accumulating skill THEMAN MON 
points. Most abilities can only be used if you have enough MP. 
Furthermore, abilities tend to be linked to a weapon and can + Defend: The character adopts a defensive stance. Enemy Kem); 
therefore only be used when the relevant weapon is equipped. attacks only inflict half the usual amount of damage during this 
turn. The effect can be enhanced by building up tension. This 
+ Spells: Use a battle spell learned by accumulating skill points action takes effect immediately, so the damage inflicted is still 
or by reaching a certain level. You can only cast these spells if halved even if the enemy attacks before you see your character. 
you have enough MP. go into Defend mode on their turn. 
+ Items: Use or equip an item from the character’s personal * Psyche Up: The character spends the turn building up tension. 


inventory. For example, you can use a healing item during battle This increases his or her Attack for the next round. 

to heal an injured character. You can also swap weapons if you 

are carrying a second weapon. This action does not count as a __ One important point to bear in mind during combat is that you can 
turn, so you can then select another action, such as launching easily reverse your decisions by pressing ® or ® and returning 


an attack with the new weapon. to the start of the strategy selection process. However, battle 
commences once you have made the selection for the last active 
Remember: you can't use items in your bag during combat. character. 


ATTACK: SPECIFYING A TARGET 


If you have opted to attack, you generally need to specify a 
target (unless facing a lone opponent). 


If you are using a weapon that only targets one enemy (e.g. a 
sword), proceed as follows: 


A window listing the opponents opens to the right of the 
command window (Fig. 3). The list can take various forms: 
there may be several enemies of the same type in one group 
(e.g. slime x 3) or there may be a number of different types. 


The cursor (a small dagger) automatically designates the first 
enemy as the target. If you want to attack a different enemy, 
press left/right (or up/down if there is more than one group) 
The monsters in a group always have a letter (A, B, C, etc.) 
after their name. 


There are also weapons that can damage an entire group of 
opponents, such as Jessica’s whip. When using such a weapon, 
you need only specify the group as the target, rather than the 
individual enemies. 


You can also launch a special whip attack where Jessica strikes 
twice: the Twin Dragon Lash (Fig. 4). Each lash of the whip targets 
one member of the group, but you cannot specify a particular 
victim. So, for example, both lashes could target one monster, or 
each one could hit a different enemy. 


The Hero's boomerang is a particularly useful weapon as it targets 
all enemies, even when they are divided into groups (Fig. 5). The 
drawback with this weapon is that the damage inflicted in normal 
attacks decreases as the boomerang moves from left to right, so 
the first enemy is hit with the full force of the weapon, while in 
larger groups the last monster hardly feels a thing. 


Let's assume that you haven't specified an enemy as the target, 
and that all four characters will therefore attack the first monster 
that confronts them. Let's also assume that the first attack defeats 
the monster. What happens to the other three pending attacks? 
The subsequent attacks simply target the nearest surviving 
monster, so no strike is wasted. 


Why is it important to launch a specific attack rather than lashing 
out wildly? Simple: you should be trying to defeat your opponents 
in as few rounds of combat as possible. The less opportunity 

the enemy has to attack, the less damage your characters will 
sustain, so you should always adapt your strategy to the current 
situation and be aware of certain factors. How many hits are 
required to defeat your opponents? Which characters usually 


ABILITIES & SPELLS 


As practically all abilities and spells use MP these special actions 
have a limited availability. You must be very careful not to use up 

your magic points too quickly, as you could eventually be left with 
nothing but conventional methods of attack. 


You should ensure that you use special abilities specifically where 
they will be most effective. Many abilities are associated with 
additional effects, such as the ability to paralyse enemies, so any 
such abilities should only be used if the enemy you are targeting 
is susceptible to them. 


The use of spells is just as complicated, as magic is not designed 
solely to harm enemies. There are numerous support spells for 
increasing the characters’ Defence, Attack or Agility (Fig. 6) 


attack first, or last? Do your adversaries include creatures that 
don't attack on every turn? Does one of your enemies have the 
annoying habit of summoning other monsters to its aid? All these 
factors should help you decide how best to proceed in battle. 


Jessica casts Oomph! 


The careful use of such powers at an opportune moment could 
mean the difference between victory and defeat. 


PSYCHE UP/TENSION 


The first time that you build up tension (Fig. 7), the value 
increases by 5 points. The second time it rises to 20, and the 
third time to 50. This is known as a state of high tension and is 
the maximum tension level, at least at the start of the game. You 
may achieve a value of 100, known as super high tension, later in 
the game. Building up tension means that you can launch a more 
vicious attack in the next round. 


Opting to defend while in a state of tensiom inereases your 
Defence. 


E 


LEVEL Up 


If you have accumulated enough experience points to move up a 
level, the character’s attributes will improve. The level system is 

not random, but follows a set pattern. The characters also learn 
new spells when they reach certain levels. Things become more 
complicated from Level 4 onwards, when you are also awarded skill 
points and have to decide which skill you want your character to 
master (Fig. 8). Full details on this subject and a number of tips can 
be found in the section following this chapter. 


In addition to progressing normally via the leveling up system, 
you can increase status values by using particular items: 
various seeds can be used to boost Strength, Wisdom, etc. or 
to increase your maximum HP and MP values. Skill seeds are 


INfFAMOUS MONSTERS 


If you see a monster in the field (Fig. 9), you are advised to 
proceed with extreme caution, as it will be one of the infamous 
monsters. These creatures are always found in the same location. 
They are formidable opponents and are likely to chase after you if 
they spot you trying to sneak past. The first time you defeat one, 
it will leave a monster coin behind, worth several hundred gold 
coins if sold. 


Fleeing is a totally safe bet during one of these battles, as the monster 
will disappear, although it will tum up again in the same place after 
you have visited a town or dungeon. There is also something special 
about these monsters, which won't become clear until you meet 
someone called Morrie (see Walkthrough, page 135). 


HOWTO PAY 


Magic spells are also affected by tension: for example, restorative 
spells such as Heal become more effective. 


The increased tension is expended and reduced to zero when 
the action (Attack, Defend or Spells) is carried out, but remains 
unaffected by the use of items. 


Looking at the first table, you will notice that increasing tension 
may not always be to your advantage. If you spend one turn 
building up tension and attack in your next turn, you will inflict a 
damage level of approximately 170%, whereas two normal attacks 
would easily have inflicted 200%. To make matters worse, some 
enemies are capable of launching special attacks which reduce 
the tension value of your characters to zero. In other words, the 
Psyche Up command isn't something to use against just any old 
enemy, but should be reserved for special occasions. As you 
gain experience in the game, you will quickly develop a feel for 
situations where increasing tension may be beneficial. 


ITREWD 


particularly rare and enable you to distribute extra skill points. 


STATUS CHANGES 


Some monsters have special attacks up their sleeves, which 
cause “status changes”: 


Asleep: Sleeping characters are unable to accept any 
commands. The sleep ends automatically after a few 
rounds of combat. The sleeping beauty is more likely 
to wake up if he or she is hit in battle. You can wake 
a companion immediately with a moonwort bulb or by casting the 
Tingle spell. Sleep does not continue beyond the end of the battle. 


Confused: Confused characters can still be given 
commands, but will react wrongly and may even 
attack their comrades! Confusion can be cured using 
a greater panacea. The condition does not persist 
beyond the end of the battle and can wear off even sooner if the 
character is hit during battle. 


Tip: Remove the character's weapon from them! 


Paralysed: A paralysed character cannot move. 
This is a similar effect to sleep and can be cured 
immediately with the Tingle spell or an item such as 
a moonwort bulb, rose-wort or moon's mercy. 


Dazzled/Blind: A character's direct physical attack 
usually misses its target(s) when the character is in 
this state. The condition wears off automatically after 
a short while or, at the latest, by the end of the battle. 


Fizzled: The victim can't cast any spells. The effect 
wears off after a few turns and does not last beyond 
the end of the battle. 

Poisoned: Poisoned characters lose HP when they 
move. This condition does not wear off by itself or 


when combat ceases, so must be cured with an 
antidotal herb, by casting the Squelch spell or by 


IN THE DUNGEON - 


From time to time during your travels you must brave the perils of 
a dungeon. Dungeons come in many different shapes and sizes, 
ranging from deep mountain caves to tall towers teeming with 
monsters. Here are a few points that you need to remember: 


+ If you encounter a “visible” monster in the dungeon 
(Fig. 10), it won't be an infamous monster, as these only roam 
outside. It is more likely to be a monster that you can engage 
in conversation, so there is no need to run away unless you're 
feeling shy. 


+ You can't usually flee when fighting a boss. 


+ You can't access the alchemy pot while you are in a dungeon 
(see page 63). 


+ 


The Zoom spell and chimaera wings only work outdoors, 
so you must resort to other methods if you want to leave a 
dungeon in a hurry — the Evac spell works a treat. 


Purification in a church. Envenomated characters also lose HP during 
every round of combat (one-eighth of their maximum HP per turn), 
but this condition does not persist beyond the end of the battle. 


Curse/Knock Down: If an enemy curses a character 

during a battle, the character is unable to move in 

the next round of fighting and has to miss a turn. 

There are a number of possible effects if a character 
equips a cursed item: they may find that they are unable to move 
for a certain period of time, they may sustain damage when they / 7 
attack, their maximum MP value may be halved, enemy strikes 
may cause more damage, etc. The offending item must be 
removed in a church in return for a donation. Note: The Hero is 
immune to curses! 


Practically all status changes can be reversed using a greater 
panacea. 


In addition to these special attacks, some enemies are also 
capable of reducing the characters’ Defence or Agility. These 
types of effect do not persist beyond the end of the battle. 

You can use support spells to counteract such status changes. 


Many enemies can also use special abilities or magic to make 
characters dance or laugh, to enthral them or to knock them to 

the ground. These tricks make your characters “miss a turn”, 
although in the worst cases you may forfeit up to three turns until 
the character is fighting fit again. There is one condition, however, 
which is much more serious and cannot be healed with time alone: 


Dead: If a character's HP reaches zero, you 

must take him or her to a church to have them 
resurrected. Later in the game you can perform this 
task yourself with an yggdrasil leaf, or by casting 
spells such as Zing and Kazing. If all your characters die, your 
party will be revived at the nearest save point known to you, and 
you will lose half your gold coins. 


TREASURE CHESTS 


During your adventuring you will occasionally come across 
treasure chests (Fig. 11). Some of these chests can‚be opened 
easily, while others must be unlocked with special keys (se& 
Walkthrough chapter for details) 


lt is important to remember that you can't really do anything For example, if you refuse to search for Rylus when Trode asks 
“wrong”. Of course you can make the mistake of attempting to you to at the beginning of the game, Trode will simply reiterate 
fight powerful monsters before your party is ready, but aside from __why this task is so important. Should you ever feel that you have 
being sent back to town and losing half your gold, no real harm given a “wrong” answer, just start the conversation again, and 
will be done to you. You also needn't worry about plot-related give the “correct” answer instead. 

issues such as giving the wrong answer during a conversation, 


DON'T BE ASHAMED Of 
BUNNING AWAY 


If you realise that you are fighting a losing battle, or that you have 
no healing items left, it's wise to cut your losses and make a run 
for it (Fig. 1). Unfortunately, there is no guarantee that you will 
manage to escape the battle, except for when you are facing an 
infamous monster, when you can always get away. 


HEALING 


Enemy attacks will always reduce your characters’ HP. but don't 
overreact and immediately heal the slightest scratch, as this 
would be a waste of resources. However, waiting too long to heal 
could prove fatal, so don't leave it too late! When a character is 
badly injured, his or her HP indicator turns yellow and then red 
as a warning sign (Fig. 2). If the worst comes to the worst, don't 
forget that a “dead” character can be revived in a church for a 
small fee, so it's not the end of the world even if your entire party 
is defeated. All the same, death should be avoided as much as 
possible! (Note: Dead characters do not acquire any EXP when 


their living teammates win a battle.) Ed 


SHOPPING 


When visiting a new town, try to resist the urge to go on a 
spending spree. Don't snap up every item just because it will give 
you a few extra Attack or Defence points, or your coffers will soon 
be empty. You know how annoying it can be to spend your last 
gold coin on an expensive new axe, only to find one free of charge 


SELLING 


Before selling old equipment, make sure it can't be recycled in the 
alchemy pot. Consult the list on pages 64-67 to see which items 
might come in useful. 


in the next treasure chest! Note the buying tips in the Walkthrough 
carefully if you want to avoid such situations, and remember 

that there will always be even better (and considerably more 
expensive) items in the next town. 


MAGIC FOR EVERYONE 


Be aware that magic wands are more than just weapons. For 
example, although the wizard's staff that you find at Wishers’ Peak 
can only be equipped by Jessica and Angelo, the item can also be 


STATUS ITEMS 


Seeds that increase the characters’ attributes are precious items 
which should be used carefully. There is no general rule as to 
which character's values you should boost, as this depends 
entirely on the way you play the game. For instance, if you mainly 
use Jessica for casting spells, there is no point in increasing her 
Strength, but it's an entirely different matter if you rely on her whip 


EFFICIENCY 


Try to defeat your enemies in as few turns as possible. For 
example, if you find that Yangus annihilates his victims with a 
single blow, yet the Hero needs to attack twice (Fig. 3), have 
Yangus attack a different monster to the one that the Hero is 
targeting — you can then defeat three opponents in two rather 
than three turns. On the other hand, if one attack by Yangus is 
insufficient to floor an enemy, both warriors should attack the 
same monster to eliminate at least one opponent in the first turn. 


CRITICAL HITS 


Very occasionally a hit will become a “critical hit”, which inflicts 
much more damage, regardless of the opponent’s defence. 
Critical hits can't be inflicted using weapons that target more than 


used for hurling fireballs in battle. Even the Hero and Yangus can 
use it in this way, although the red “X” in the inventory implies that 
itis useless to either of these characters. 


for group attacks. Or let's say you find a seed of agility. Your first 
thought might be to put a spring in Yangus's step, but it could also 
be a good idea to boost a character who is already fleet of foot, so 
he or she will be quick off the mark in (practically) any situation. 


one enemy (i.e. whip and boomerang) or if the characters attack 
power has been increased using the Oomph spell. 


PRACTICE MAKES PERFECT 


At the start of the game, you can only psyche up your tension 
to 50 but, with enough practice, you can exceed this limit. If 
a character has used psyche up or attacked in a state of high 
tension (Fig. 4) at least 90 times, you can achieve a value of 
100 (“super high tension”). 


You can tell when you have fulfilled this requirement, as the 
message “Character reaches a state of high tension” will no 
longer appear when your tension hits 50. However, there is only 
a 1 in 3 chance that your tension level will reach the maximum 
of 100. When you are in a state of super high tension, any 
damage inflicted by enemy attacks is reduced by 30%. 


SKILLS & ABILITIES 


Before long you must decide for the first time which skills your 
characters should learn. There is no one right answer to this 
question, as there are many different ways of developing skills. In 
general, you should ensure that your characters master the healing 
spells (Heal, Tingle, etc.) as quickly as possible, and a rapid means 
of transport (Zoom, Evac) is also important. Yangus's Helm Splitter 
is another useful technique: the ability to reduce a mighty enemy’s 
defence power will come in very handy. 


Bear in mind that dividing the points equally among all five skills 
is the least effective strategy. However, if you assign all available 


points to a single skill, you will soon reach a threshold that 
temporarily prevents you from allocating any further points. You will 
then have to switch to building up other skills for the time being. 
This threshold increases with the characters level, so you can 
allocate more points the next time you move up a level. Over the 
next few pages, we will introduce the characters and their abilities, 
and offer tips on how to make your skill point allocation choices. 


HNG TPS 


The following pages tell you all you need to kuow 
about the characters’ special abilities and spells. To 
make things easier, we will first explain the struc- 
ture and content of the tables that are featured in 


ts chapter. 


As the values in the “Level” table show, the development of characters in 
Dragon Quest is far from random, and in fact follows a set pattern. It's no 
accident that in the early stages of the game the Hero is awarded less skill 
points than Yangus each time he levels up. Note how long it takes for each 
character to attain 100 skill points. You'll soon see that they all develop at their 
own pace. Careful consideration should therefore be given to the allocation of 
points when a character moves up a level. The following pages are designed 
to aid you in making these crucial decisions. 


Note that weapon skills such as Swords, Axes and Staves are always linked to 
the use of an appropriate weapon. For example, the Hero can only use a sword 
ability if he is wielding a sword, The same applies to traits such as Attack +5 or 
MP max. +20; the effect is lost when you equip the character with a different 
type of weapon. 


The reverse is true of Fisticuffs: these abilities can only be used (or the 
traits enabled) if the character is not carrying a weapon, i.e. if they are 
bare-handed. 


Only the fifth category skills-(Courage, Humanity, Sex Appeal and 
Charisma) work regardless of the selected weapon. For example, once the 
Hero has learned MP 3/4, the use of MP will be reduced for all spells. 


When you learn a more advanced version of an ability, the basic ability wil 
be deleted from your ability list. For example, the Hero's Thunder Thrust 
spear ability will eventually be replaced by the mighty Lightning Thrust. 
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Le With the exception of Yangus, the characters learn new spells 

by accumulating experience points and progressing through the 
levels. The “Level” column tells you which level the character must attain 
in order to master the relevant spell. 


Skill Points: Abilities are never learned automatically. When the 

characters progress to the next level, they are awarded skill points, 
‘Which you must then allocate to the five skill categories. The “Skill Points” 
column tells you how many points are required to learn the relevant ability. 


MP: This column tells you how many magic points are required to 
use each spell and ability. They cannot be used if the character has 
insufficient MP. 


Target: This column indicates the number of monsters or characters 
affected by the spell or ability, usually “1” (targeted action against 
one monster), “Group” or “All”. 


Exceptions are spells and abilities with targets “1-2” or “1-4”, where one 
action consists of either two or four individual attacks. The targets for 
these attacks are randomly selected, so you cannot choose the actual 
ETD of victims. 


There are three possible targets for actions used to heal or support your 
characters: “1” (you specify one character), “Party” (all four characters 
are affected) or “Self” (action is only directed at the character using the 

spell or ability). 


“Auto” means that the relevant effect occurs automatically as soon as 
it has been acquired. This applies to all items listed under the heading 


“Traits” in the Attributes game menu. 

Tension: “«’” indicates that the effect of the relevant ability or spell 
can be enhanced by building up tension (using the Psyche Up 

command: see page 19). 


Oomph: “e’” indicates that you can enhance the effect of the relevant 
ability or spell using Oomph, a useful support spell available to 
Jessica and Angelo. 


Name: Stats such as “Attack +5” or “Critical hit %” in the “Name” 

column refer to traits that are automatically triggered when the 
appropriate weapon is equipped. For example, “Attack +5” means that 
attack power (see page 14) is increased by 5 points. 


Critical hit % means that there is an increased chance of achieving critical 
hits. Normal attacks on individual monsters have a small chance of 
becoming critical hits. The damage inflicted is much greater than normal 
and is unaffected by the enemy’s defence, so a critical hit even enables 
you to inflict considerable damage on metal monsters. 


a | Info: Important facts about the effects of abilities and spells. 


Some effects only target specific enemies, e.g. monsters from the dragon 
family. Details of which family each monster belongs to can be found in 
both the Monster section of this guide (pages 68-99) and in the Defeated 
Monster List in the game (see page 15). 


For some spells and abilities you will notice information such as: “Inflicts 
158-190 points of damage on each member of a group (up to 239 at 
higher levels).” In other words, 158-190 is the minimum amount of 
damage you can inflict with this action (unless the monster has high 
resistance, as with metal monsters, for example). When the character 
progresses to the next level, the damage inflicted using this ability or spell 
also increases, but does not exceed 239, 


Some spells and abilities cause status changes, the effects of which are 
described on page 20, 


“Spell” indicates that the listed item is a spell rather than an ability, and as 
such is susceptible to the effects of Fizzle. 


When the Hero has accumulated 100 points in the Courage skill, he learns 
two abilities: Kazap and Gigaslash. If he then also maxes out his sword 
skills (or if he has already mastered them all), Gigaslash is replaced by the 
more powerful version, Gigagash. 


The Hero was a low-ranking royal guardsman in Trodain Castle. 
He was one of a small band who survived Dhoulmagus’s deadly 
attack, along with his current travelling companions, Trode, Medea 
and Munchie, the faithful mouse who lives in the Hero's bag. 


The Hero is a versatile character, as equally proficient in armed 
combat as he is in using healing spells and support magic. His 
preferred weapons are swords, spears and boomerangs. 


Target Tension info 
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SKILL TIPS 


‘Swords pay off if you are in pursuit of metal monsters, with Metal Slash (30 points) 
being particularly useful. If you accumuiate 100 Swords and Courage points, you 
learn the almighty Gigagash, although this takes quite some time to achieve, 


‘Spears are ideal for hunters of metal monsters in particular, with the Thunder Thrust 
(12 points) ând Lightning Thrust (59 points). The Multthrust (25 points) is also 
worth a try âgainst single enemies, but not it the individual attacks are distributed 
‘among several enemies. 


Boomerangs are a real boon at the beginning of the game because the weapon strikes. 
all enemies. Later, however, this skill becomes less useful (over 40 points: Attack 
#15), so itis then advisable to switch to developing different skis. Not even the more 
powerful boomerang abilities are really worth the effort, as they simply don't inflict 
ênough damage on enemies, 


Fisticufts is largely ineffectual compared to the other skis, although some actions 
are worth.a try, e.g. Thin Air (42 points). The Hero can only make a real impression 
with Fisticuffs when you increase the skil to its highest level (Attack +50). 
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| |Enemies are wiped out (although no, 

- -__ [XP is awarded) or sustain a nioh 
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|itmets 158-190 points of damage on 
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Courage is extremely useful as à means of learning traits that reduce MP 
consumption (at 56 and 90 points), and which also have the benefit of operating 
independently of the equipped weapon. Don't ignore the advanced attacks either 
(Zap, 48 points and Kazap, 100 points), or the Omniheal healing spell (82 points). 


Suggested strategies: Learn Courage up to 8 points (or Zoom) initialy, then learn 
Boomerangs up to 40 points (for Atack +15), folowed by Courage up to 100 points. 
Ned, increase your Swords skill to 66 points (Attack +25) or your Spears ski to 
59 points (for the increased chance of critical hits). 


Another option would be to forgo Boomerangs altogether and start by diving the 
points equal between Swords and Courage (up to Sword 66), then switching to 
Spears and Courage. 


However, since you come across some extremely effective spears in the opening 
stages of the game, you may prefer to concentrate on mastering Spears from the 
outset. 


This former bandit hails from Pickham. Game for 
anything, he is worryingly described as “a man to steal 
horses with”: a somewhat unfortunate choice of phrase, given 


Medea's current state.… Yangus has recently become the Hero's 
loyal companion, and refers to him as “guv”. 


Yangus has no flair whatsoever for magic. He's the only character 
who doesn't learn spells as he moves up through the levels, 
although he makes up for this by dint of his extraordinary strength 
and resilience. His weapons of choice are axes, clubs and scythes. 
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SKILL TIPS 


Axes: Helm Splitter (6 points) is an ability that always pays dividends. Hatchet Man 
(19 points) and Executioner (66 points) are especially useful against metal enemies. 


Clubs are largely ineffectual compared to the other skills, although some actions are 
worth a try, €.9. Penny Pincher (25 points), which enables you to ear a tie extra money. 


'Scythes: Scythes are just as useful as axes, particular as they enable Yangus to learn 
Grim Reaper (50 points) and Grimmer Reaper (90 points). Steal Sickte (22 points) is 
also noteworthy, enabing you to steal an ‘tem from an enemy. 


Fisticuffs are great if you don't want to spend money on weapons. Thin Air (42 points) 
s the most important abilty for both Yangus and the Hero — even more potent when 
you combine it with Attack +45 (77 points). 


Humanity: Heal (10 points) is an important spell to have earty on in the game. Nose 
for Treasure (16 points) would be an indispensabie ability if you didn't already have 


the benefit of this guide to tell you where to find hidden items! The other spells and 
abilities are handy but not crucial. 


Suggested strategies: Alocate the first 10 points to Humanity (for Heal). Then learn 
Axes up to 66 points (for Executioner). Once you hit this milestone, depending on 
your personal preference you can either switch to Scythes or stick with Aves until 
you reach maximum points. 


Even if you choose to go down another route, you should still master Heal first. One 
option would be to specialise in Fisticufts (up to at least 42 points). At first glance this 
might seem unusual, but t's actually a perfectly acceptable way to proceed. However, 
you should definitely alocate a couple of points to Axes so that Yangus can learn 
Helm Splitter. This abilty is an absolute must for the big man, as it is effective against 
numerous bosses. You should also learn Hatchet Man and Executioner in preparation 
for facing the metal king simes later on in the game. These timid monsters always run 
away the first chance they get. 


A nice girl from a good home, Jessica comes from a wealth 
family in the small village of Alexandria. But, contrary to her 
upbringing, polite behaviour isn't her thing. She joins up with 
the Hero for personal reasons, strengthening the party with 
her flair for attack spells. 


Magic is far from Jessica's only strength; she is also an 
outstanding fighter. Whips, staves and knives (and swords 


later on) are her weapons of choice. 
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Knives: Toxic Dagger (9 points) and the more powerful version, Toe Sword (68 points), are 


usetu, but overal, knives aren't realy Jessica's thing. 


‘Whips: Their attacks start off weak, but their advantage is that they can be used against an 
entre group of enemies. Tin Dragon Lash (23 paints) may only target one or two enemies, but 


ts Seng bonus makes ft particutary valuabte. 


‘Staves: Cacuceus (57 points) amazing, and wl prove a vl healing tool The MP regeneration at 
each um (rom 70 points) may seem minimal at fest, but proves ts worth over time, The abliy to 


resumect a falen aly using Kazing (100 points) speaks for sel. 


Fisticufts ts certainly not the ideal sk for Jessica gven her comparatively low Strength stats. 
However, she can heoretcalyinfict 5,008 points of damage using Magic Burst, athough his only 
‘applies at Level 100. As wh Knives, K's not realy worth wastng pont on increasing this sk. 


'Sex-Appeal: Jessica's personal specklty is almost as mpressive as her skmoy costumes, 
particular as tew enemies are bis to resist har Charm Monsters 2 (rom 78 points). By amassing. 
100 ports, Jessica can learn the Huste Dance, and thus ensure that heralies remain healthy 


Hroughout the bte by restoring at least 70 HP to al, 


‘Suggested strategies: If you use whips, you should fear the skill up to Twin Dragon Lash 
(23 points). The Attack bonus is a good investment of 43 points. You can then choose whether 
Jessica should concentrate on fighting, or learn extra spels with Staves instead. The other 
whips abies are seldom used, sof may make more sense to alocate points elsewhere. 


Never underestimate the puling power of Jessica's Sex Appeal! Aim to increase this to at east 
18 points. Wen you reach 38 points (at the most), you should switch to Staves, and keep 
going url you reach the madmum (Kazing is the one to aim for here). Jessica can take on the 
val role of supporting the party against bases if she learns Sap, Oomph or Insulatie. 
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The dashing Templar knight from Maella Abbey has so 
unusual hobbies for a man of faith: not averse to gambling 
and the company of beautiful women, he prov imself to 
be a colourful and useful travelling companion for the Hero, 
Yangus and Jessica. 


Angelo's skills are impressively wide-ranging: initially he 
concentrates on healing and support magic, but later on he 
also reveals a talent for handling swords, bows and staves 


Level Name MP_Target Tension Info 
w_ |Restores 30-40RP one character 


reazes one characters Delence by 50% olthe | 
{pamal value or 10 tens. Can be ses several mes | 


nticts 6-19 points of damage on Each mamder of 
a group. (Up to 32 points of damage wi increased 
Wisdom) 


Trega aero he errances ora mumber af | 
zoom 1|- —_ Inoum jocatns. Once you have visie a least aight 4 
destinations you can se lefright to scrol trough | 
te pages. (Önly works outdoors) 


Cures all characters of he Asleep and Paralysed 


i 
13 |Tingle 2 | Party status changes | 
Í Fray | _ Îneeasesihe party's Delence by 25% af the normal | 
LE sl 3 {Pay | © avelor7-1dums. Can be used sovealtimes | 
pe | il 
Mea {3} 1 | « |restores 75-90 Pio one chaacer 
[mack EE ml! [mey lan enemy instant, regardless of HP | 
| inticts 20-44 points of damage on each member of 
18 [swoon | 4 |Gopl we |apow. (Up lo 76 pointsol damage wi iorased 
Waor) 
dre Em 
Resurects one dead character. Success rate: 50%. | 
en Ll EL {(SO ol HPI restored) | 
En: Ea Ee 
22 [maa 7 | oop [May ine enemies ina gou nar, egards af HP 
El arm [ej | [remmen l 
EN ENE EN 50 [Moties {10} Pany| «/_ |Restores 100-120 HP o al chaach 
zz | AE k hi pe 
5 5 Î les 64-144 points ol damage on ach member | 
ae | am | so | a a2 |kasmosn | e|eow) w_ |zyoo.(Uo to 0 pons barage win nerased | 
so | aa | ese | sss | a | eo | sl ad 


640 | ass | 725 | 640 | 350 | 704450 34 [kaing |I One chara 


swords Z eisticuffs 
Points ame MP_Tar Potts Name WP_Target Tensan 
4_ [Arak +5 - Aw] - | [Anack +7 IEN EN: 
infiets 150% (Reduced TEI TES (EE EE 
DD ker oneremiesminahdhressenertne), | POM | |A) | 
Increases Angelo's ability to 
15 [ako |- [aol - N EE a en 
| E tie =d: 
Each attack inflicts 1-2 points of damage =f 
22 |Metal Stash 0 1 e: on metal monsters. (Normal damage on 2 1 NE | v ies 150% damage Ceni 
other monsters) | na efect high lesions notusec) | 
30_|Atack +20 _[aw | - aje [ Sl) [genten gaen 
| esn atc al eng 42_|Hanest Moon sl al wv It 
40 ol 1 v (frise ramon 55% strength with If ! Ä EE EN min 
=, E a == 54 (Crcalhit% = | Auto ot EN 
5 en IE L Ei ee 
Inflicts 125%, ‘and restores | |Detending {___ __ {More powerful Defend action. 
Mraclesash |A) 1 | wv om oy sow olbecsmapeinieed | | 6 |Cramoon Of setj v | Reaudes damage by 90% 
|Atack +25 - [aol - 5 | CN ke NE | E dij 
” Í | ae poten en 
inficts 190-220 points ot damage on al _ _\Moon' 1 enemy = mage. 
100. [uignningsom | 25} An | we enenies(oanicato he Heost0son, | '% |Macekoon 6) AM| wv Also neals by 25% of damage 
L _ Spears abi) Ĳ | | | = inficted on thefirst enemy 
BOWS n d _— _® charisma 


Target 


Spell that reduces the 


of monsters landing his 
se (stats change: Dazzle) 
Spel fat prevents a group af enemies 
AE Sens Wôm usg magt (ds range Fie) | 
rele spls or 53 tums This | 
am SE [als applies to the other characters’ spel | 
12_[orain magie Ri tE | 
5 Angel's maximum MP inrease by 20 
CANE Al |oo Gondeo san saal | 
Fen REE sons Poe acer 
56 _|Katwack 5| Aj - tn vaarde ay, 
spe at doubles damage inficted by | 
65_ [oomen Dn a ee os or some le alesis | 
zi |for 6-9 ms (ee also cage 22) 
lo’s madmum MP Is increased by 50} 
80 [MacmP+50 |-| Auf - ooh (Gronda zafsealope 
100 [vereaing Emel Restos 1-10 MP perlum (wle asaf | 


lis ecuipoed) 


nlicts normal damage. Can induce the hat cures one characar of 
|Sandman's Arrow | [Asleep status change in ine enemy | 3 [souetch ECH 10 NG 5 (rna ‘Envenomated status. 
Í ee \changas, 
Ea ict normal damage Regenerates your : | 
sel ELL GEE om MP by 1/15 ofte damage nficies | |, Jr ene slaa) | - sera 
Le | onfusion in group (or 5-8 ure 
25 [Neede Shot ai | et, En f 7 
| Reduces an enemy's tension by 
EED EES 7 13 |sscsscsige 3) 1 | - | - (Mo 
3-4 arows per aftack at 50% Í Í 5-28, Canalsorendera, 
Mutishot sal wv (Random targets selected rom all jm a es eel alysed lor 5-8 tums. 
50_|Criical hit % Auto Í a | | magt bree lk 
E - = - {mag mage 
| 27 |onneintenenion) 4 |Gowp| - | - ccess 
Í Í varation of Cheruw's Aran same. í Í eten (orbs Ee | 
|B |seaprsaron jol sr | w damage, bt MP restored by 1/8 ofte 
| | |rt damage Í Í (Spell het can stop he enemy 
[re [Ac +25 -|aol - - | S9_|BanDance ij Kd PE Eme handtas 
fits 116-124 points of damage on | EEN 
88 |Shnnostet [10 | An 
EE IE se loungen | s [oan] - |. rn 
hogCncke | 3|Gow) - | - er: edanes the lnsion of a 
100 |Needle Pain jd = EE Í Ì group ot monsters Dy one el 
Í spel at has hi chance of 
| 66 |ratde sol an | - | -_ {ingucinga state ofConiusion in al 
enemies for 5-8 tums 


More powertul version of 
Eyes, Damage: 65-85. Can also 


81 [camino [al al v | - 
| enger al enemies Paraysed 


spel that inflicts 180-210 
en cah memba ol apo, + pend 
damage on monsters 

tomo amy 


100_|Pealy Gates, 20 


SKILL TIPS -vvsvvsvvrnvvvennnn 


Swords: Fame Stash (9 points), Metal Stash (22 points) and the double strike ofthe Falcon Slash 
(40 points) are useful for attacking. 


Bows: Muttshot (44 points) s particulary successtul when used against indvidual enemies. 
Atacks that nave the added bonus of MP regeneration — Cherut's Arrow (18 points) and Seraph's 
‘Arrow (66 points) — are also important as they hep to sustain Angelo's high MP requirement. 


Slaves: This shal is perhaps not ne best choice Intal, as attacks wl be relatively Inefectve, 
but as the game goes on, Angelo is deployed principaly as a magician Staves will come in very 
handy owing to the various support spels. 


Fisticufts: The increased chance of dodging enemy attacks (rom 21 points) could be useful, but 
‘Angelo should reali avoid this category. 


(Charisma: The Contusion spel (7 points), or Divine Intervention (27 points- reduces enemies’ 
defence against spels), may come in handy. The more advanced abies are not essential, 
athough Charming Look has undeniable appeal. 


‘Suggested Strategies: Leam Swords up to 30 or Bows up to 32 to give Angelo more attack power, 
as inday he's somewhat lackng affensively You should then switch to Staves, fist to learn useful 
support mag and hen to increase Angelo's maximum MP when you reach 28 points. Then eam 
Charisma up to 27 points (Divine Intervention) or any weapon ski of your choice. 


However Il you intend to mainly use Angelo to provide support fr the group, sick wh Staves ul 
{you get 0 Oomph (65 points). You wil aso unlock other handy abies such as Caduceus and 
Kattwack en route. After that, foous on Charisma and set your sights on Charming Look (61 points). 


Zteumws 
Ifyou want to find out all about the iteus that can be 
found in Dragon Quest, what you can do with them and 
who can use them, this chapter is fer you. The tables are 
divided into Iteuws and Zmportant Itens, Weapons, Armour, 
Shields, Helmets and Accessories. The lists are subdivided 
and sorted as they appear in the game, so you can use 

the Colleled. Items List from the Battle Records menu to 
compare items that your characters are carrying with 

iters that you have not yet come across. You will also learn 
where the rarest and most valuabte iteuvs are located. 


34 


Please note some ipoftant points about the tables: 


The given retail prices are the starting prices of the tems. The price for 
some goods will drop if you flood the market. For example, the normal price 
for strong antidote is 95G, but once you have sold sk units, the price will 
crash to 67G. If you sell more than ten, the price will fall even further, fetching 
you a mere 29G per measure. Some items decrease in value even if they have 
only been sold once previously. For example, the retail price for angel cheese 
immediately plummets from 2100 to 6306. 


Where or how can you obtain an item? There are four options: Shop, 
Location, Monster and Created From. 


+ Shop: From a merchant in the relevant town at the purchase price indicated. 
The “Shop” column also tells you if you can exchange tokens for a particular 
Îtem at a casino (see pages 138 + 211) or if it is on Dodgy Dave's list of 
black market goods (see page 207). 


+ 


Location: In a treasure chest, cupboard, pot, barrel or sack, at the location 
indicated (further details in the Walkthrough). The “Location” column also 
includes ftems that you receive from other people, rewards from the Medal 
Princess and prizes from Morrie's Monster Arena (further detai's about 
this on page 202-203) 


+ 


Monster: By defeating a monster or using the (Stainless) Steal Sicke skil. You 
can ind detailed information on monsters in the relevant chapter on pages 
68-90. 


Opjects listed under tems in the Collected tems List are “consumables”, which 
can only be used once and vanish when they have fufiled their function. Objects 
Which cannat be sold, dscarded or used in he alchemy pot appear in he 
Important lem ist 


Function kocation 


gopumD’s 
SOULSTONE 


(Can be vewed in the wild usg © 


zt ders 


+ Created From: these are the ingredients required to produce the item in 
the alchemy pot. Note: Some recipes are not available initialiy. Further 
information on the alchemy pot can be found on pages 63-67, 


The “Mix To” column features alchemy pot recipes which use the relevant 
(tem as an ingredient. It's always a good idea to check out this section before 
you sell or discard an item. 


‘Special: Some weapons and armour have additional functions when used 
in combat. You don't have to equip the weapon or armour to take advantage 
of these abilities. This means that the relevant item can even be used by 
characters that would not normally be able to equip it. 


Cursed: This icon: ksd warns you of “cursed items”, which have a number emme 


of unpleasant side-effects. Should you be unfortunate enough to equip a 
cursed item, you can only remove it with the help of a priest. (Note: The Hero 
is immune to curses.) 


Equip On: In the Weapons, Armour and Accessories tables, you wil see 
tiny pictures of the characters in your party, denoting which character the 
particular tem can be equipped on. 


However, there are a few exceptions to this rule: items such as Baumren’s bell 
or the mighty timbrel of tension can be used repeatedly, and therefore, despite 
having the characteristics of important items, are still listed in your inventory 
as “Jtems”. 


GREAT BIG ARGON 
HEART 


KHAN SPINELS 


SIvER ORD 


d 
$ 


Function 


Changes into sun miror when pointed 
ata sea dragen. 


“Take to Master Domnica in Arcadaa. 


Shows the postjan of Evil Sr Leopold 


‘Colct tor Empyrea (west of Empycchu) 


Colct or Empyrea (west of Emoyochu) 


Location 


GreEN one 


5 


/ 
YELLOW ORE 


DE 


& 


al 


IMD ÉNIEE RECIDE 


DRAGONSLATER 
BECIDE 


MORmIES MEMO #1 


Monmie's MEMO #3 


mos 


Fuaction 


‘Colect tor Empyrea (west of Empyechu) 


Colect or Empyrea (west of Empyccht) 


Colect lor Empyrea (west of Empycchu) 


Breaks down Rrapthome's delences. 


Reveals recipe for the alchemy pot 


(Revaals a recipe for tha alchemy pat 


Reveals 2 recipe for he alchemy pat 


Reveals a cipe for the alchemy pat 


A “memo” for the Monster Arena side-quest 


A “memo” forte Monster Arena sidequest 


Location 


Arcadia 


Empyrea, west of Empycchu 


Farebury (after Valentina's 
misslon) 


Piokham (after acung 
the ship) 


Gaste Trodain (after the 
Dark Runs) 


Savela Cathedral (after the 
appearance ofthe Back, 
Cadel) 


Morie's Placa 


Búy 


Sell 


Monster _—_ „Created From 


Mic To 


MEDICINAL HERB 


& 


STRONG MEDICINE 


® 


SPECIAL MEDICINE 


ú 


nost-noon 


6 


AMOR SECO ESSENCE 


‘STRONG ANTI 


B 
E 
d 


f 
$ 


spee 


MOONWOKT BUL 


je 


ROSE-WORT 


KS 


MOON’S MERCY 


LesSEIL PANAGEA 


GREATER PANACEA 


€ 


Resorns 50-58 HP 
(one character) 


Restores 90-120 HP 
(one character) 


Aestores 10-2HP 
(one character) 


Restres 0-T0HP 
(one character) 


Cures poisoning 
(anecharacte) 


Cures poisoning and 
resiges 30-40 HP 
(one craacter) 


Cures poisoning and 
vestoes 60-80 HP 
(one craacten) 


Heels he Aslep 
and Paralysed saus 
changes in bate 
(al arty members) 


esloes 60-80 HP 
‘and heals the 
Paraiysed sans 


crange 
(one character) 


Pestores 110-120 
HP and heals he 
Paalse status 


crange 
(ons character) 


Resres all HP and 


1 


u 


8 


ij 


Goto 


Ei 


f 


Tete, redenaar 
Faes condor ec 


Boss bol 


= ‘Stang medie 
+ ten 
a 
SrMesscral herb 

Sure Hy water 

bealslme, + Song medicine 

Foglce, 

Kg asesime, 


Beten Mecina herb 
+ Arid hero. 

5 2x Svong antie 
a 
Megiral herb 
+ 2 Arita herd 

Lips, Hel home. | - 

Mano vr, 

, 

‘Souspaan etc 


‘Srong medicine = 21 Megicinalherb 

Bose-ot = Stong medicine + Madicina herb. 

Rose =H Medra eed 

'Srong ande = Medical her + Anidotal herb 

‘'Specal arie = Mediciral herb + 2x Aida herb 

Bose-wor = 2 Medical herb + Moormerl bu 

Mystting midure = Megiciral herb + Antidoal her + Moorwot bulb 


Roses = Ssang medicine + Medina herb 
Armor seco essence = Holy ale + Strong medicine 


lesser panacea = 21 Speci medicine 
Greater panaces = 3% Special medicine 


Greater panaces = Leser panacen + Rosato + Rose-vor 


Holy water = Amor seco essence + Rocks 
Mid cheese = Pan cheese +. Amar eco essense 

Cure cheese = Fresh mik + Premum maud + Ama co essence 
(Siver shield = Mirr shield + Amar too essence + Magic wer 


‘Special anbidoe =— 2x Srong ardote 


‘Bse-worl — Srong medie + Moorwor bul 
‘Rose-wor = 2x Mecina her + Moonwor bulb 

‘Mysiyng maw = Medical herd + Antidot hed + Moonwor bul 
Moons mercy = 3 Moonwart bb 


‘Gate panacea = Lesser panacea + Rastoo + Aase-wor. 


Moon me = Golden a + Moor's mercy 


Created From 


Mix To 


MAGIC waren 


seen OF AGH 


P 4 


SED Of DEFENCE 


SEED OE SKIL 


SEED OF LIFE 


JI 


SEED Of MAGIC 


HOLY WATER 
CHIMAERA 4 


Restore all HP tal 
paty members. 


Regenerates 
3035MP 
(one character) 


egleishes al ot one 
characters MP. 


1000 


150 


40 


15 


1 


15 


1 


18 


10 


13 


Ì 
Í 


E El 
Tk 


Í 
Î 


TEE 


Feel 
Dt racatou 


ij 


Meric, Geyer, 


g 
ij 


| 


Yogdrasi den. 
+ Magi vaer 


Armor seco essence 
+ Focal 


2aWingottat 


Yogdasl dew = Yoga eaf + Magic valer 
Premium moa = fed mould + \Weleweed maud + Yogdasi lat 
Sao Resurecion = Rune saf + Lie brace + Yagdasil leaf 


Blier = Yogdasi den Magic ater 
‘Sage's stone = Gold rugget + Oichalm + Yoda dew 
‘Angel cheese = Fresh milk + Pramlum mould + Yggdrasil de 


Yogdasi dew — Yggsasil eel + Magic water 
Bfmelie = Yopdasl dew + Magic water 

‘Chuny cheese = Plain cheese + Magic water 

Crimson robe — Sage's tabe + Magic waer + Nok pass 

Sier steld = Miror shield + Amar eco essence + Magi valer 


‘Svengi ring = Payer ting + Seed ol stengn 


Agy ing = Prayer ting + Seed ol agliy 


‘Fly ol precio — Prayer ing + Saed af defence. 


Schla'spers = Fig ol analenig + Ringo cariy = Seed ol wisdom 


Recovery rig = Payer ring + Saed olie 


Pray ng = Golds + Seed ol magic 
ol magic + Holy waer 


Amor seco essence = Hoy ater + Song medicnt 
Magic valer — Seed ol mag. + Holy walen 

Mysiting motu = Holy water + Wing ol bt + Cowga! 
‘Saintes shed = Miro shield + While shield « Holy ater 
Holy talisman = Tough gy tatoo + Holy waer + Gol say 


Feshernd cap = Leste hat + Oimaers wirg 


jated From 


BAUMREN'S BELL 


en & 


ROCKBOMB SH 


? 


SAGE'S STONE 


P 


‘TIMBRELOF TENSION, 


& 


PLAIN CHEESE 


bile 


SUPER SPICCHEESE 


15 
î 


HING CH? 


‘coor. cueese 


W 


cumax cHEESE 


5 


coup cures 


|, 


É 
ä 


Er 


Inlet 48-36 points 
ol damage on al 
monsta 


Wh Munch help, 
fils 6-10 pons. 
offre camageon 
‘alenemies during, 
contat 


‘Wi Munch’ help, 
Intl 65-85 pins 
ollie damage on 


‘al enemies dering 
coma, 


Wi Munchie's help, 
Inlet 150-470 
points of re damage 
onalanemies during 
combat 


Wim Munche's help, 
alit 13-16 pins 
alice damage an 


alt enemies durig 
combat 


Wit Manches help. 
afils 50-50 points 
rk deng 
alenemies: 

combat 


‘Wi Manches hol, 
Inlet 120-140. 

pots otice damage 
‘om altenemies during 


Rusty old sword = Liquid meta sword + Mystiying mate + Coupat 


Magma staff = Wizards stall + Rockbomò shad 


Chunhy cheese = Pain cheese + Magic water 


Supa spioy cheese = Spicy cheese + 2 ied mouid 
Super spicy cheese — Spicy cheese + Nook grass 


‘Superspioy cheese + Premium mould + Dragon ding 
cheese = Super spicy cheese + Cold cheese + Fock sal 


Plan cheese = Sachin cheese + C-c-cold cheese 


Chi cheese = Cool chase + Waterweed mous 


Cold chaese = Chily cheese + Ze Waterweed mou 


‘Cold cheese = Col cheese + Prom mu + Dagon ng 
Hgtyamung cheese — Sup sio heet > Cold ches + oc alt 
Blz bide = Basta) sword + lace ak + Cola cheese 


Plain cheese = Scorching cheese + C-c-oold cheese 


Function 


Monster 


Created From 


Mix To 


MILDCHEESE > Wifi Munch spele, 


ses 00E 
er Sigagces oes 
ros 


CURED CHEESE_— _ Vh Munchi stelp, 


eslres 100-120 
HPlo all craractrs 
during combat 


ANGEL CHEESE During combat 


Sorrcnebse _—_ TeDelencevale 


‘ofanenemy group 
is echeed during 
combat (asap soe 
see page 31) 


CHUNEXCHEESE — _ The pat sasitance 


against fe and ice 
noemd drag 
‘combat (Insulaie 

se raes) 


HIGHIESERUNG — _Intetle Munchie 


cuees atwarsthals io 
Increase he lensen 
olalichaaders 
teel 
IRON NAI 


GOLD NUGGET —_ Aningedientlorthe 


Î= 


cowpar 


eN 


DHAGON DUNG 


& 


SAINT'S ASHES 


3 


| 


> Ames seco essence 


[Power stieid » Magic shield + Svengtring + Cura creese 


| ies key = ton mal + Bore knie 
nlorced boomerang = boomerang — kon ral 
‘Leather hat lon rai 


[Meteor aca = 2 Agily ig + Orcakcam 


| sages stone = Gok rugget + Oricnalcum + Yopdrasi dew 
are = Ione + Gol nr 
[Goten tra = Thinking cap + Siver tara + Gold rugget 


$ 


|C-c-old cheese = Col cheese «Premium mole + Dagon dung 
cheese = Super soy cheese + Pemilu mould + Dragan ding 


[ler Debie age — Dae age swat +2 Sans acten 
[Sandstorm spe = Paisan + San's ashes 

leaner wig = Dev stal + San's astes 

|Scorge wig = Demon wi + Sants ashes 

[Patna mal = Zombie mal + Sant sastes 

|Gosdes neg — Trans shed + Sanisastes 

Meal ing stiel lina sel + Santsashes + Orchelcum 
Myorilheim = Hades heim > San's ashes 

[uno = Salim + Sant sashes 

| Sarerer's rg = Stul ing + 2 San's ashes 


WING OF BAT 


Ed 


MAGIC BEAST HIDE 


RENNET POWDER 


je) 


ROCKSALT 


FRESH MILK 


3 


nep MUL. 


WATERWEED MOULD 


Ed 


PREMIUM MOULD 


Ne 


NOOK GRASS 


ad 


MINT MEDAL 


COppER MONSTER 
co 


gou 3 com 


An ingredient tor the 
icnery pat 


An recent or te 
alchemy pot 


Aningedent or he 
aichamy got 


Aningedint ore 
chery pok 


Cane gien tore 
Princess ol Medals in 
euchange lt rears 


Can be sold in shops 


10 


15 


1 


ij 


nj 


Î 


ij 


EL 


ii 


d 


Ë 


Toda 


7 


onster 


IE 


ij 
É 


EEEN EEE 
Et gr 


5 
É 


r 


Mica 


Chimaera wing — 2x Wing of bt 
Mystying mre = Holy wter + Wing ol bt + Congat 

Pazo wing boomerang = Edgad boomerang + ing af bat + Stee soy 
Datk abe = Clos of asian + Dei tail Wing ol bat 

Falen angel capier = Holy sve rapier + Dei tal + Wing ot bet 


Leather armour = Wyt’ cotes + Nac beast hide 
Leather ( = Boe shorts + Magi beast hide 

Laane dress = Dancer's costume + Maia beast hide 

Far poocho = 2 Magic bea tide 

Weather shield = Pol Id + Magic beast hide 

Tembel ol tension = Sun crown + Tough guy tatoo + Magic beast hide 


Pai cees = Fresh mik + Fermat ponder 
Fresh milk + Premium mould + Amor sec essence 
Fresh mik «Pamm maud + Yogdasi den 
Femi Peret gond + Foch sal 
eld + fre mak 

Raging buil helm = Myfhril helm + Cowoat + Fresh milk 


‘Chi cheese — Cool cheese — Waterweed mou 
‘Col cneese — Chily cheese + 2x Wateweed mou 
Premium maud = Red mould + Wateweed maud + Yogdrasi leaf 


mos orommos 


Mic Ta 


MAGIC KEY 


ULTIMATE ker 


Weapon selection is crucial if your party is to be successful in batte. A Most types of weapon can only be used by certain characters. Everyone except 
Á Yangus can wield swords, although Jessica must first master the “can now equip 
swords” trait (by obtaining 30 skill points in the Knives category: see page 31). 


weapons attack power determines the strength of ts impact on the e 
and the type of weapon determines the number of enemies that you, 
Her icon is “greyed out” in the swords table to indicate this restriction. 


What's more, your choice of weapon determines whether or not yof'Cà 
specific skis that you have learned (see pages 24-33) 

Yangus's two flas, which can be obtained in the latter stages of the game, are 

a special case, as they are not linked to any skils. They enable Yangus to attack 


several enemies at the same time. 


The weapons in the tables are arranged in the same order as they are in the 
Collected tems List in the game: first Swords, then Spears, Boomerangs, etc 
The weapons are sorted in ascending order of atack power within the individual 


categories. 


Location — “Monster Created From « Mix To 


Weapon A nj 

CYPRESS STICK E Farebuy, se nn 
(Lang spe = 2 press sk Fon 

[umer ban — 2xOypes sick + Stengong 


STONESWORD 


mapien 


Ten 


he ITN 


Weapon 


STEEL 


BROADSWORD 


TEMPLAN'S 


ha 


FALCON BLADE 


2tbs per atach 


EEN (schalie 5e 
Ta rage) 


nusTroLD 


ZOMBIESHANE 


en, 


DREAM BLADE 


TR 


PLATINUM 


FALLEN ANGEL 
BAPIER 


BASTARD 


SWOKD 


ZOMBIE 


SLAYER 


DRAGONSRANE 


hm 


Created From 


‘Holy sive rape = Templar‘ sword + Holy alsan 


‘Liuid metal sword = Rusty old sword + Sie crom +-Oichalcum 


‘Falen angel rapier = Hoy sive apie + Dev stal + Wing of bat 


‘Zombie stayer = Zombiesbane + Hoy talisman 


‘Zombie mail = Siver mal + Zombiestare 


Ring ol aualening = Gol ing + Dream blade 


Blad blade = Bastard sword + lil dk + Col cheese 


Dagon say = Dragonstbane + Mihiy arrie 


TENS 6 PORNT TNS 


Weapon 


DOUBLE-EDGED 


NS SWORD 


Üsen pouwLer 


MERCUIY”S HAPIER 


he 


BLIZZARD BLADE 


Ügen MIRACLE 


5 


HELLSABRE 


SHAMSHI OF 
LIGHT 


LIQUID METAL 
SWORD. 


ed 


Aoi +20 


be Doutie- ade = Doutl-adged swaro + 2 Sin sashes 


Doutle-eaged sword = Über Double-eige + Dis il 


[ober mac saord = Miracle sword + Lil racer 


Rus od sword La meta sd + Mysty mie + Coupet 


re 225 


[Lang spear = 2x Cypress si + von lance 


Weapo 


HOLY LANCE 


BATTLE FORK, 


PARTISAN 
SANDSTORM 
SPEAR 


DEMON SpEAR 


METAL KING 
SPEAR 


BOOMERANG 


) 


EDGED BOOMERANG 


V aas 


REINFORCED 
BOOMEHANG 


P aan 


RAZOR WING 


SWALLOWTAIL 


V and 


67 


120 


Mix To 


Demon spear = Batie lft + Posan needle + Da's til 


Ring ol sui = Gol ring + Sandstorm spa 


‘Mets wing boomeang = Razor wing boomerang + Metal King sper 


Mae eens + ae aa 
Spike armour Magic armour + E9ged boomerang 


Metal wing boomerang = Raz wing boorerang + Metal king speer 


‘Flametang boomerang = Swalowtal + Fama shield 


apon A 


ELAMETANG 
BOOMERANG 


) 


METAL WING El 
BOOMERANG 


} 


STONE AXE Ei B 


/ 


GOLDEN ARE 


F4 


IRON AXE 


# 


BATILE-AXE 


Pú 


BANDIT AXE 


F; 


MOON AXE 


Ps 


KING AXE 


£ 


CoNQuenOm's 
AXE 


L 


OAKEN CLUB 


Jd 


Masta regan 


Ni NN 


Sone hara « Sone aan + Poity hat 


Moon ne = Golden ae + Moors mecy 
King are = Golden mie + Same crown 


Golden ae = hon are + God gg 


Band mal = Hea armour + Bandit ae + Bandi's grass sit 


‘Megaton hammer = ber war hammer + Gonquao's wo + 
Orichalaam. 


Mix To 


GIANT MALLET 


A 


Sledgehammer — Gant male + 2x ton helmet 


Tes 
SLEDGEHAMMER 
WAT HAMMER Uber war hammer = War hammer + Mighty amie 
ÜBER WAR HAMMER Megatan hamer = Über war hammer + Conqueror’ ae + 
Onichalcam. 
VERON 


‚ & 


MEGATON HAMMER 


d, 


FARMER'S mad - 10 ‘ron scorpion, - kon ze = Farmer's scythe + Farmer's scythe 
ES Ee 
zen ETET 
5 
eat 


HELLSCHTHE 


î 
f 


BARDICHE OP 


BINDING 


HEAVE 


& HATCHET 


ELAu-Of FURY u ‘The weapons not 


deg lo asl his 
every mans in 
agp 

‘ 

„ 


Speci 


Weapon Property 


Monster 


ELAILOE 
DESTRUCTION 


PoIsON NEEDIE 0 


/ 


BRONZE KNIE 


/ 


DAGGeR 


/ 


PoISON MOTH 
NIEE 


é 


FALCON 


El 
ä 


/ 


ASSASSIN'S DAGGER 


/ 


EAGLE DAGGER 


Á 


IMP KNIE 


£ 


rerere Dm 


SWORD BREAKER 


Created From 


Mix To 


Demon spea = Bate fok + Pisa eaole + Del’ tall 
Assassins dapper = Eale danger + Poon neen 
fing ol immunity = Gold sing + Polson reele 


| mir's ey = kon ral + Bronze kle 
|Copper swart = 2x Bronze rie 
Borus sel = Later shel + Bronze ile 
Boros hemel = Stone harel + 24 Brons kle 


[ron ance = Cypress sch + Dagger 


Hel sore — Slee soy + Pusan math ul — Mades’ helm 


Floan ng = Golding + Poison mole 


imp ite = Assassin's dage + Devl'stal 


[Assassins cagge — Eagle dapper + Prison needle 


Blz blade = Bastard sword + kil dt 
le stiel = Magic shield + Ille dik 


LEATHER WHIP 


ú 


THOEN WED, 


EN 


SNAKESKIN WIID. 


{) 


CHAIN wap. 


{ 


DRAGONTAL WEID 


Ny 


SPIKED STEEL 


ù 


DEMON WED 


9 


scounge 
Wap 


A 


GRINGHAM 
wilip 


| 


Special 
Property 


WIZARD'S 
Sracr 


/ 


LIGHTNING, 
TME 


F 


lits 11-22 points 
ofdamage on an. 


‘Snateslen whip = Leather wig + Scale hie 
Leather il — Lear wip + Bandara 


‘Dragortil whip = Srakestin whip « 2x Dragon scale 


Hunt’ bow = Shot bow + Chain whip 
Chan mail = Waters cotes + Chain wig 


Seauge wig = Deman wig + Saint's ashes 


Demon whip = Scourge wip = D's tl 


Magma saf = Wuar's daf + Rockton start 
Staf olantimagie = Wz s stat + Rune sal 


Weapon 


me 


RUNE STAGE 


hen 


STAGE OE DIVINE 
WRATH 


STAEF OF ANTIMAGIC 


el 


STAEF OE 


HESURRECTION 


MAGICAIL MACE 


HUNTER'SBOW 30 


30-40 HP willbe 
restored lo each 
‘character ten used 
in combat, 


Mix To 


Shams of ih = Rune ste + Ligt stilo + Stimmering ess 
[Sa ol antmag = Ward stal + une sal 
Sta ol Resurection — Runa staf + Li tracer + Yogdrasl ea, 


Magical st = Banis grass Sl + Magica rat Magical mace 


Hunters bow = Shatbow = Chain whip 


Chiron’ bow = Eros bow + Power shield 
|odr's bow = Chior's bow +-Eros' bow + Great bon 


Protective gear increases a character’s Defence. Such items are invaluable 
in battle, with-some even providing bonus defensive properties, which are 
detailed in the tables, 


Armour 


DANGEROUS BUSI 


ij 


Jresstca's OUTErT 


WAYEARER'S CLOTHES. 


id 


BOXER SHOKTS 


SILK OBE 


® 


LEATHER KIT 


'TEMPLAT’S UNIFORM 


Protective equipment is/divide 


ed into thee groups” Armour, Shields and 


Helmets. The tems are sted in ascending order.of defence power within the 


Individual categories 


htne bustier = Dangerous bustier + Shimmeng dress 


‘Ber shorts = Bands gras krt + Bandera, 
‘Magical gt — Bangt's grass sit — Magical tet Magical race 
‘Bend mail — Hea amour + Bana + Bandi's grass st 


zater amour = Waters caties + Magi beat hie 
‘Temola's udo = Waytae's chthes + ampla’ stiel 
Chain al = Waylrer's clothes + Chain wip 


Leather ki = Boer shots + Magic beest he 
Fobe of serenity = Cloakof vaan + Boer shors 


Scale amour = Leather amour + Dagon scale 


Tian belt = Letter lt + Streng rag. 


Temglar's sie = Hon shield + Temples unlorm 


Armour 


Lex: 


DEES 


SCALERRMOUR 


WP 


CHAIN MAIL 
LEATHER CAPE 


DANCER'S COSTUME 


BRONZE ARMOUR 


{3 
î 


FUR PONCHO 


CLOAK Of EVASTON 


eb 


IRON ARMoU! 


ei 


HOBE OFSERENFTY 


ed 


‘rorrorsE sner. 


4 
á 
®: 
5 


reated From 


|Bonze amour = Chan mail + Boran sie 


Leather dress = Dancer's coste + Magic beast hide 
[Dances mai = Siver mal + Danoar'scastume 


Siver curas = kon cuiras +24 Silver platen 


Fur hood =— Feather cap + Fur poncho 


|Robe of serenity = Claak ot rasion + Ber snars 
[Dak rbe = Cloak of sion + Des tal + Wingo bt 


Armour 


FULL PLATE ARMOUR 


MAGIC VESTMENT 


a 


SILVER CUIRASS 


2) 


Sins BUSTIER 


je 


SPANGLED Dress 


En 
To 


MAGICARMOUR 


x 


5 f 


Magic amour = Fil piste armour + Prayer sing + Ruby of proiechon 


| Sage's robe = Magic vesment + Schola's cap 


|Platmum al Zombie ma + Saints ashes 


Bunny sal = Sik buster + Burny tal 


Siet des Spange es Abya peen Gad 


‘Dancer's mai = Siver mal + Dancers casume 
‘Dragon mal = Siver mal + 2 Dragon sale 
‘Miror armour = Sier mal + 2x Mira shield. 


Bandit mal =Hemy armour + Bandt an + Bandits gast sit 


Ciimson be «Sage's foba + Magic water + Nok ras 


|Angaf's robe = Flowing des + Magica skin 


Armour 


DANGER'S MAIL 


id 


FLOWING DRESS 


® 


DRAGON MAIL 


VELVEL CAPE 


SHIMMERING DRESS 


iN 


CRIMSON ROBE 
8 


DARK ROBE 


MIRROR ARMOUR, 


DEF 


57 


67 


87 


Special _… Buy 
Property Sell 


Monster Created From « Mix To 


Shams of ht = Ane tf + Light steld + Stimmering dress 
Princess robe = Angel 1008 + Gold rosa + Shimmer dress 
Dine bustier = Dangerous bustier + Shimerig dress 


Zombie mal = Platinum mal + Desis til 


|Prinoess's robe = Angels one + Gold rosay + Shimmering ds 


Gigant ama = Bandi mal +2 Mighty amet 


Armour 


PRINCESS'S RO 


GIGANT ARMOUK 


bij 


LIQUID METAL 
'ARMOUR, 


oi 


aka 


DIVINE BUSTIER 


Ge 


METAL KING ARMOUB 


B 


: 


©; 


SCALE SHIELD 


ERDLATTen 


VOS 


KETTESEELD 


Created From 


Agetste 
+ Goldroay 
& Stimmering dese 


Mix To 


Metal ing armour = Luid meta armour + Sime rou + Ofichalcum 


Leather shield = Potid + Magic beast hide 


‘Snakestin whip = Leather wi + Scale tiel 


Sihr cutass = kan as +2 Sive plate 
White shield = kon steld + Siver pater 
‘Sihr tara = Coral ärpin + Sier pia 


Bronze army = Chain al + Brorae shield 


Armour 


TEMPLAR'S SHIELD 


El 


LIGHT SHIELD 


Warre sureLD 


6) 
J 
ICE SHIELD 


FLAME ) 
zo 


ONE SHIELD. 
POWER SHIELD 


mi 


S 


vempta'suitom = Wayfee's clothes + Templar ried. 


[hon curass = 2 hon shield 
Tempt’ sield = lon shield + Templas nor 
[Wie sve = kan shield + Siver platen 


[Sharh of ht = Rune stat + Light stile + Shimmering dress 
[Write shel = Ligh shield + 2x Fresh mi 


ii = «Pp 1 leon 
na - Same Daz 


|Saimess shield = Miror shield + White stiels + Hoy weler 


‘shield Magi hield + lcicle di 
shield = Magi hield + Flamelang boomeang 
‘sie — Magic shield + Sleng ting + Cure cheese 


| Flametang boomerang = Swalowtal + Fame snel 


Cheror's bow = Eros’ bow + Power shield 


Miror mous = Siver madl 2e Minor teld 
‘Santes stild = Miror sid + Wil hield + Hoy water 
‘Siver sed = Mir shield + Amar eco essence + Magic water 


Armour Special Shop Location Monster 


Property 
Black Citadel 
16000 
Dodgy Dave 
12000 


Areas accessible _{ Hell's gatekeeper 
by air (Northwest 


Isle: plateau) 
| Damage from fire and 


ne ĳ 
ice attacks is halved 
Pf é } r 
C 
METAL KING 65 5 | Reduces damage from 
SHIELD fire and ice attacks by 
(7m 30 points 
id 


BANDANA 1 


SAINTESS SHIELD Reduces damage from 
N fire and ice attacks 
7 by 2/3 


Reduces damage 
from spells like Frizz, 
Sizz and Bang by 20 

points 


BIG BOSS SHTELD ej Reduces enemy's 
— Defence when used in 
combat (Kasap spell) 


Cursed! Increases 
== damage from fire 
and ice attacks and 
all spells 
(apart from Zap) 


ed 


Cursed! The bearer 
may sometimes be 
unable to move during 
combat 


ed 


RUINOUS SHIELD 


9 


'THANATOS'’ SHIELD 55 


GODDESS SHTELD 55 


Jailcat, 
Mummy boy, 
Skullrider, 
Killer croaker, 
Bodkin archer, 
Blood mummy 


The Hero’ s 
inventory 


Peregrin Quay 


LEATHER HAT Yangus's inventory, | Bunicorn, 
Waterfall Cave Beetleboy, 
High roller, 
Dark sabrecat 


150 | Peregrin Quay Jessica's inventory, | Dingaling, 
Red's Den, Bag 0’ laughs, 

Argonia Chimaera, 

Garuda, 

75 Heligator, 

Darkodile 

70__| Peregrin Quay ge Squid kid 


Simpleton, i Mummy boy, 
Ascantha Mummy, 
Terror tabby 


an.) 


POINTY HAT 


Created From Mix To 


Mirror shield 
+ White shield 
+ Holy water 


Mirror shield 
+ Amor seco 
essence 
+ Magic water 


Metal king shield 


+ Devil's tail 


Goddess shield 
+ Devil's tail 


Thanatos’ shield 
+ Saint's ashes 


Ruinous shield 
+ Saint's ashes 
+ Orichalcum 


Leather hat 
+ ron nail 


Metal king shield = Ruinous shield + Saint's ashes + Orichalcum 


Goddess shield = Thanatos’ shield + Saint's ashes 


Thanatos’ shield = Goddess shield + Devil's tail 


Ruinous shield = Metal king shield + Devil's tail 


Boxer shorts = Bandit's grass skirt + Bandana 
Leather kilt = Leather whip + Bandana 
Turban = 2x Bandana 

Mercury's bandana — Bandana + Agility ring 


Pointy hat = Leather hat + {ron nail 
Feathered cap = Leather hat + Chimaera wing 


Bunny ears = Hairband + Bunny tail 


Stone Hardhat = Stone axe + Pointy hat 


Arme Location Monster Created Fram 


FEATHERED CAP 


BUNNE 


STONE HA 


. Er 
eum 


HERMES’ HAT 


ed 


CORAL HAEDIN 


bad 


SLIME CROWN 


@ 


BRONZE HELMET 


À 


MERCUM”S BANDANA 


Bo 


IRON MASK 


MAGICAL HAT 


Mix To 


Far hond — Feattered cap + Fur poncho 
Hermes‘ het  Faathered cap + Mercury's bandana 
Happy hat — Feahered cap + Elealing Shoes 


| Stone we = Stone Harchat+ Cypress sick 
[Brons heimet = Stone Hardhat + 2x Bronze hie 


|sieageramme = Giant malle 2chan heler 


[Liquid metal sword — Rusty ld sword + Slime croan + Orichelcum 
[Kong ae = Golden ae + Sime croun 
(Merl ing amor = Liuid Meal armas + Sleng rou + Gichalcum 


[Mercuri — Fallen angel rape + 2e Mercy s bandana 
[Hermes hat = Fethered cap + Mercury's bandana. 


| Golden tra Thinking cap + Sier tar + Gold vagget 


[Magical srt — Bandits grass srt + Magical na! + Magical mace 
Scholars cap = Magical hal + Scholars Specs 


ber Location “Monster: ‘Created Fram’ Mix To 


PIRATES HAT 


PLATINUM 
HEADGEAR 


Happy Har. Rogeneates MP while - ‘Blan shoes Fitnet stockângs + Hapoy ha! 


modng (in he wid 
Ì angin dungeors) 


IRON HEADGEAN Thing cap « Scho‘ cap + kon heater 


al Phantom mask = ran headgea + Dak re 


SCHOLAR'S CAP 5 Thinking cap = Schola cap + kon hedge 


| Sage's robe = Magic vestment « Schla scap 


HADES’ HELM, Hell soyhe = Siel soy Plsan moth kie + Hades helm, 
Myril helm = Hades helm » Sants aes 


THINEING CAp ‘Golden ra — Thinlang cap + Siher lar + Gold nugget 


SEFTHRIL HELM Empechu Hades helm — Myfeil helm + Del’ tl 


À Raging bull heim = Mythe + Cowpat+ Fresh ik. 


BAGING BULL HELM 


Bal 


GOLDEN TIARA 


bd 


GREAT HELM 


PHANTOM MASK, 


zer 


CusedtThewaats | - | Sin roan = Sul helm + Saln'sashes 
‘Atackarops to zen 


ed 


Armour nel 


Property Greated From «Mix To, 


Slul heim = Sun roan + Dei’ tal 
| Timtrelol tension = San crown + Magic beast hie + Tough guy tafloo 


KINGHEIM 5 


‘Accessories can have numerous benefits: you can use them to increase à oa particular attribute: Attack, Defence, Aglity or Wisdom. They are sorted in (WJ 
characters attack power, to provide extra protection, or to boost a characters ascending order of these bonus values within the individual groups 
Wisdom. The ftems are listed according to the “Special Property” that they add 


Created From _ MiTo 
STRENGTHRING — Alsek+5 


[umer bow — 2 Cypress sik + Seng ing 

Power shield — Magic shield + Sangh ring + Cured cheese 
| Tran bet = Leer kit + Sreng ring, 

Mighty amie — Seng ing + Tian bel 


| Timtrel of tensan = Su crown + Magic best hide + Tough guy tatoo 
Falcon ie — Sie earings + Tough guy tatoo + Apity ring 
[Hoy talisman = Tough ou tatoo + Holy water + Golo osay 


TEMPLARCAPTAIN'S 


RING 3 Wisdom +10 - 


TITAN BELT Atack +10 


hie ghy armit = Seng ng + Tan bel 


MIGHTEARMLET — Asch +15, 


GOLD BRACER — “Delen =d 


EARRINGS. 


Lee BRACÙ 


PRAYER BING 


Nd 


GOSPEL RING 


Ld 


TEMPLAR'S RING 


RAGON SCALE 


úÁ 


mm 


FISHNET STOCKINGS 


“ 


GOLD RING 


rd 


RING OF TRUTH 


5 RING 7 NITE 


HOLY TALISMAN 


rd 


‘Stimmering rees = Spangled dress + Ruby ol protection + Gol acer 
is brace = Recovery ring + Gold brace 


Falcon nie = Stim earings + Tough guy atoo + Agilty ng 


‘Obe miace sword = Miracle sword + Lie brace 
‘Staf ol resrectin = Ane staf + Le bracer + Yoodas let 


Dragon wig = Saken fig + 2x Dragan scale 
Seale amour = Leather amour + Dragon sale 
Dragon el = Sier mel + 21 Dragon scale 
Sci shield — Leather hield + Dragon scale 
Dagon stiel = Steels + 2x Dragonscale 


Rig of anakering = Gold ting + Dream blade 
Ring ol dry = Gol ng Falen angel rie 


‘Cahoticon ing = Ful moan ting + Ring alun + ing lima 


‘Cathaican ring = Fl moon ring + Ring fun + Fing oli, 


Ser eng se + Hy le 
nbs = Zine Ho leren 


FULI,MOON RING 


A8 


LING OF AWAKENING 


HNG OF CEARITY 


6 


RecOvenY RING 


& 


CATHOLICON RING 


BUNNY TA 


OF 


ELEVATINGSHOES 


È 


DevIES TALL 


Ye 


AGELITCRING 


& 


METEORITE BRACER 


1 


SKULL RING 


Û 


Gra Ay 15 
HE Vn 


moon ing + Ring af th + Ring olimmuniy 


Scholars specs = ing ol anakening + Ring of dlary + Seed ol wisdom 


Scholars specs = ing ol awakening + Ring ol cry + Seed ol wisdom 


Happy hat = Eevting shoes + Feateed ap 


ater fig = Dad's tal + Sansa 
Damon spaar — Bate lak + Pion eed + Dev" tal 
Falen angel ae — Holy shet air + Dad's tal Wingo te 
Double zogad sword = Uber oude age + Devils tal 

to imie = Assassin's agg + Gls tal 

Deman wip = Scaage wig + Dad's 

‘Zombie mal — Plata mad + Devis al 

Derkrade — Cool avon Davia + Wing ot 
Runous sieg = Met rg sie + Da's ta 

Trareos shed Godgess sie + Devis tal 

Hades him — Myra + Devils tal 

Sue = Sin coon Da's tal 

Su ang = Sara sang + Deus tal 


Falcon inie Ste aring + Tough guy tto + Ally ng 
(5 hands = Bandara + Aling 
|bace = 24 Agliy g + Orchalcam 


Ober falcon baie «Falcon blade + Metore tracer 


‘Sorcer’ ing = Shu ing +24 Sants ashes 


pecial 
operty 


SORCEREN'S RING 


SCHOLAN'S SPECS 


GODDESS RING 


Occasionally you will see a brief cutscene showing Trode tinkering with something 
in his wagon. When you cross the sea to reach the southeastern continent, 


WHEN TWO BECOME ONE - 


Basically, creating items with the alchemy pot is as easy as falling off a log: 
you simply open the menu, select an item from the inventory or bag and place 
itin the pot, then select a second item and throw that in. After a few moments, 
you will find out if the two ingredients are suitable for mixing. If they are not 
compatible, both will be returned to their original locations. If the two items 
are suitable for mixing, the magical process will begin. All you have to do is 


SELECTING INGREDIENTS 


Select whether you want to access a characters inventory, or the bag, from the 
liston the left of the screen. The contents of the relevant location are displayed 

in the centre. tems that have been equipped by a character or which cannot be 
used for alchemic purposes are greyed out. 


When you select an available tem, ft will appear in the alchemy pot on the 
right. The cursor will then return to the left-hand side, ready for you to choose 
the second ingredient. Once you have done so, press ® to start the mbing 
process and then confirm your decision. You will automatically return to the 
Misc. menu if you have a workable formula. (Note: The order in which the 
Ingredients are added to the pot is irrelevant.) 


Sneak preview: You can stop the mixing process at any time before you hear 
the “ping” simply by opening the Alchemy Pot menu and confirming that you 
want to stop the process. The ingredients will then be returned to the inventory, 
in their original condition. 


However, you can just take a peek at the pot without interrupting the mbáng 
process to see how your concoction is progressing. The more fiercely the mixture 
is bubbling and the more frantically the lid is rattiing, the closer it is to completion. 


Recipes: Once you learn a recipe, itis automatically recorded in the Alchemy 
Recipe Book (a new menu item in the Battle Records menu). You can 
obtain recipes from books (by perusing bookshelves), during conversations 


Mix To 


z Holy taisman 


Tough guy tatoo — Holy water + Gold osay 
Princess s abe = Angel's abe + Gold rosay + Stimmeing deze 
Holy lance = Long spaar + Gold rosa 


Sal ing = Sorcerer's ing + Dei" ai 


wait, the alchemy pot does all the hard work. Exit the Alchemy Pot menu and 
go on your merry adventuring way. You will eventually hear a “ping” (similar 
to the sound of a microwave), signalling that the process is complete. Open 
the Alchemy Pot menu to see the result. Your brand spanking new item will be 
placed in thefirst free space in your inventory. 


with people that you meet on your travels, or by stumbling on successful 
concoctions while experimenting. When you select a recipe from this menu, you 
‘will then automatically access the alchemy pot. 


The power of three: Initially, you can only mix two items in the alchemy pot but, 
at a certain point in the game (see Walkthrough page 777), Trode upgrades his 
pride and joy so that you can create items using three ingredients. 


Out of sight, out of mind: You can only access the alchemy pot when Trode or, 
more precisely, the wagon is nearby: you cannot access it in a dungeon. The 
pot wil bubble away happily in your absence, however, so it's always a good 
idea to chuck something useful on the back burner before you enter a dungeon 


Gone off he boil? Just think how upset Trode will be if you leave his precious 
Invention to rust in the back of the wagon! Trust us, you wouldn't like him when 
he's angry! It therefore makes sound sense to use the alchemy pot regularly. You 
‘should realy have something brewing all the time. Even if you don't 
currently have the necessary ingredients to concoct a more exotic 
weapon or item, you should still take the opportunity to mix 
‘something basic that you can sell at a profit. For example, the 
classic combination of medicinal herb + medicinal herb = 
strong medicine wil sell for 88G (although the price will 
change later). You will find numerous helpful alchemy 

tips throughout the Walkthrough. 


GOOD THINGS COME TO THOSE WHO WAIT 


The alchemy pot takes time to work its magic, although the time varies for The miture cooks ore auicky In the wild than intowns or dungeons. Using} 
different brews. As a general rule, the more complicated the recipe, the longer faster modes of transport such as ships or animals wil not speed up the 

ittakes. Strict speaking, the time isn't measured in minutes but in miles process. There are no short cuts in the world of alchemy! 

travelled! 


You can't just hang around and wait until your concoction is ready, you have table below tells you approximately how long you must run before mixture is 
to move, Nothing will happen if you start a recipe and then put your controller ready, (f your character is walking slowly, the process wil take twice as long.) 
down while you pop off for a cup of tea. Mixing will only progress while your 

party members are on the move. (lt doesn't matter if you make the character 

run against a wall, as long as they're moving.) 


The preparation tifne can also be thought of in terms of “running time”. The | 


RATING: 


This column gives you an idea ofthe usefulness of items produced in the 
alchemy pot. The rating shows you at glance which recipes deserve your 
undivided attention and which are not worth a second glance: a rating of 
zero stars suggests à complete waste of time and ingredients, while four 
stars indicates an essential piece of equipment. 


Ingredient1 ingredient 2 _ ingredient 3 _ Special Property “1 Location ol Recipe Comments 
Meier ver Mesciel rar A | == | PereginGuy.tooteehes | Saleprice 885, Bewoen 0 nd 50 
nbeim wis sola 2646 
‘Ston meine | Stong medicine en ak A 
Rose-root Stany micne Wescrarern : 5 
Rese-root Medical her | wegicirel er Mesie herb 5 EE = 
holy valer Stong medie Al 
Mesie ren 2 E RAE Ei 
ong antiote nn E The oer eci is beter 
Medicinal her Aat ted = HEE = 
| sven megiene ooren s EI 
‘Medicinale Megicinalterd Moorwort bulb E EE = 
Maoneort ud Maaar ul Merwe bib e= ie ti amer Sale pie: 3086. Oer 
Buis 2166 ea. gie over 11 
en _ | Second lan, Ë en 
Lesser ponacen Seca medere |: = E UE B 
Gresterpanacea — | Less pmrace 5 Paseo 8 | 
‘Spec medcre ‘Special madone Soecalmedene — |- sl | Tre other recipes beter 
vager lea magie mate c Regard lor teppan ol Eline 
Magie water ‘Seed ol magie Holy water L- - ERE | canis be vought ina shop 
Elin eli Ke Mage va n ce) 3 
Holy water Amor seco essence | Pocksat E 5 IE (anais be bought ina stap 
Chimaera wing Wing ot oa Wing of bet El: Á p 
Wysitying midure | tover Virg ft Cn En A Er 
Mediena ne Arda herb Maaar u : 
Sage's stone ‘Gold nugget id Yogarast ew = E Home tenen mean pu nnen 
Timbrel of tension Sun crom Magic beast ide | metremeyuselliemt — 
Plain cheese | Feshmik = Af wone ebookstehesin |- 
‘Spicy chaese Painceese 
‘Super spy cheese | Sic reese 
‘Sploy cheese 
Super sic creese 
Plan chese 


Cool cheese 
Chit cheese 


Cola cheese 


Premium mould 


‘Amor seco assen 


Pin cheese 


End Product 


Ingredient 1 


Ingredient 2 


Ingredient 3 


Special Property *1 


Location of Recipe 


Comments 


Fies mik Prem meu Amor sac esence 8 | * \etërpedumanme  |- 
pause wb sloot a Me bus 
Fres Premium mout Vondst dew [ E En - EE 
Pain cheese Poka A ‘Arai bokste in heim 
Fres rik | penne ponder Poka Eee A | =| catie booishehesin heim | - 
Pan cheese Mag ater 5 ‘Baccara boohevesinanause | Ven Leh uni you raste tle 
Suparspigcheesn | Coldchees Post 7 8 Tan Guy. bootteles raa | 
mer mn Hes whe bark 
ea mould Waterwend mod vogala B | ores boosten in ares 
Tonral, Boren | EE A Feb, Tiefsleysecpe | Veyuseldl make immediately 
Gn {at sooner! 
Bane nl Bore inte Aeack 5 a 
Lid metal snot | Wystiyng mètse s [HRE 7 E 
Tempa's zaet vol alsan Aak 54 B | Can aso be bug ina shep 
Falcon blade Meteorite bracer - Amack: 55 Gr ne gn 
EN Cn c 
Zambesbare Hof lsran El is 
Ue dai Deurs ta C 
'Ooudle-edged swart. Saint's ashes Saintsashes Amack 76 D arie: Ct 
Falen srgel alen Mesa’ tardara, Merry sanar Aak 75 D 
Dragonstane ed Amack 53 lia od Pe en Batrernely seul against certain bosses 
re lak Cade tas | rad 
4 aopeared) 
Basart rod lek Oo creese Arck 0 Ee] - Canto be bought mast Anlile 
itis ven wet, bt as ek oud 
Hare, yo can another one aeron 
Maracle sword Lie bracer el Attack 5 Ë "*_| Black Citadel, outside, = 
voete 
Shamstirot itt | Fest Lott stie Nack 110 E | =| seetaCategl steenen tam 
eten ran 
Liquid metal sword Rusty old sword Slime crown Orichalcum Alta 118 € ***_| Tyan Gully, bookshelves next 
je hebk Wree 
ron lance Oypes stek oane 5 Aa 2 HERE Can also be bought instap 
Long spear Gps sich ‘Oypes sick honne Atak 30 En kel | Canatsobe bougie stap 
Holy lance longspear Golerosay Kik 9 EES Ven vaat tal wen te He aes 
Spears. Can be bougt in tam 
ler 
‘Sandstorm spear Partian ‘Santsashes E Atack: 67 Ta ne ‘Daze elec. A use Ingrediert lor 
ofer tems 
Demon pear Batte lok Posen reele Der stal Aak 36 El Very power wen est becones 
tefstiorolbetssenen _ | maloe Use Der tal sor 
B fr Dak rte 
Reinforced boomerang « Boomerang kon nail e, Altack 32 B | “*"" | Maeli Abbey, bookshelves in Er as itis powerlul 
Macelo stoom weeer 
Ld argos ad lo mikthe 
Razor Wing Eagad boomerang Wngotaat Stee scyte Ama 42 D 
haomerang 
Flametang boomerang | Snelowtal - mk Jol: |- = 
Metal wing boomerang | az wing booneang | Mets ang soe Keach 0 e Back Crace oude A takt powerd weapon ich canbe 
vooreen seen combaragans maren lom 
B Ë sl te nel tariy ë 
Stone azo ‘store ara, Oppen sich E Aeac 20 Al |- E 
‘Golden axe lon ze Gold nugget Attack 27 8 Castle Trodain bookshelves in | 
lon ace Farmer's softe Farmer's softe. 5 Aak: 8 CR [mrsa besch briongertyoumake | 
= E ie Mat Peregrin ay 
Bandit axe Bate ze Tet sley Arsch 55 =| Agon slenken he 
ale nn nn Cn net: 
Moon axe Maas mey — 5 5 Aaa 60 c | - | Agena cntanterom outa krin chest in Agoria Castle 
Kg ame Sire con D Canalsobe bought ina 
Sledgehammer onheimet _| konhelmet "e 8 EE ER Can also be bought ina shop 
(Ober war hammer Mony amet Arsch. 63 C| =| acai bookstetesinanause | Ony you define van io it 
win cbs 
‘Megaton hammer Conqueror's ze Onchalcum Attack 108 1 - ‘Black Cadel, outside, You must sacrifice your mos! powertul 
u: bookselves ane io make tisch 
Het seythe Stel softe | rosen mamie vaars ven Amack 65 WE 
Falcon kle Sie enigs CNE KEE ie 
Assassin's dagger Eagle dagger Poison needle Amack c Ko Baccarat. bookshelves in a house 
Imp kite Assassiis cagger Da's tal = Tamer 52 [of … | casserosan ouscntorot 
te louter the Dak Aire) 
Leather whip Deus tal ‘Saint sastes 
‘Snakeskin wip laaerwip ‘Seale sield 5 ver ter bo moed 
LE homie lwtip 
Dragontait whip Srakeskin whip Dragon scale Dragon scale Peddler's Tent maninthetent | Recommended as soon as you have 
zome spare Dagen sais 
‘Demon whip Soag wip Desi = 5 


End Product 


ingredient 1 


Demon whip 


Ingredient 2 — ingredient 3 


Special Property “1 


“2 Location of Recipe 


Comments 


Good you dont hae a Ging whip 


Wa's st 


You can by another Fockoor 
stad ler 


Armour 


Statotanümagie | Wdssat D |= | Arde DommcosMano, | Goog tyoualeagy eve he Pune Sat 
voos on ve groe oo 
Statotresumecton | Ane sar Lie bacer Voda En 'Canbe mied long bere aaan 
Een 
mrien valable tems 
Hunters bow ‘Shortbow Crain whip Nack 30 A Can also be bought na stap 
Hunters bow | opessstek Ops sie Sheng rg [ama 0 mie (Canal be bought instap 
Eros bow Hunters bow Ganer Arak 45 Pharm (by be laderlotne | Essentalinrder locate the most 
saumwes) (steracauiing power bow of al: (Odin's bok) 
DD dl | _ of esn) eee 
Eros bow Power shield - Amack: 63 E = ie 
Cherons bon Ens zow Graat oon E Bah Clase ouse Te mest gowertl bow In the game 
vooren 
does Pancotes | DekrceT a [- Useless 
Bandits gas str Bancara Delence B Rune Aube booksteheson | Useless 
_ n he tied loo ol he baseert 
‘Wafarer's clothes Magic beast hide - ‘Defence 11 Al - [- Useless 
Leane wig Banara Delen 12 D useless 
‘Bover shorts Magic beast hide - Detence 12 Al - Useless | 
Water cltnes Templar sield Defence 13 8 useless 
Dancarscostme | Megebeasthide - B - Useless | 
leater amour Dagon scale Á A complete waste ola Dragon sale 
Wajtserscotes — | Canio - EE Canal be boog na stop | 
Crain mal ars snel E HE Cheap tan buyngtinastap | 
len shield tons = CE EEE Canaso be bought ha shop 
Fur poncho | magic bea ide Magi beast ide B |< | pscarmaCaste,bootshevesin | Prey ponertl, tuf Mac beast ies 
I te csch emoe eocively wed in ofer epes 
Robe ot serenity Clot eason Boersats = A 
Buy suit Sikhuster Bury al - Delence 38 gf Aa inte Moner Aran Park F 
Zombie mail Siver ral Tombietere - | oetence 42 Nieke Aus iem 
Zombie mall Plnsn mal Dersal E Defence 2 s|-|- Aarsele 
Silver cuirass. kon cas. Siver pater Siver pater | Defence 44 ml Can also be boughtina stop 
Sage's robe Magie vest Schous - Deens 55 Dj | medemens | Aeaner siemens 
krcel's room 
Magical st Bana gas st Nagel at Nagel race En ER ES An lement the Age's be 
Magic armaur Filters Prayer ig Puyo poeren Defense: 55 ere 5 
Darcer's mail Ser ral, Dance scasure > Delence 57 D nao re (pie 
5) 
Dragon mail Ser ral Dragen sce Dagon sce Delenc 60 cj 3 
Stimmerngdress | Spangeddes Ruby ot poten Golsnacer Delence 67 WE Good eqsiament, bt he Bounce fet 
{oud become iran 
Spike armour Wagieamos Eget noomerng Oelence 65 D | + | Arata boostehes inahouse er (sl ple 95005) 
Platinum mal Zombie al, Santsastes - Delence72 D ada DaminicosMana,__ | usethe st Sants ashes hat you ind 
L 5 | toolnehes ne tista | (ori amour oe Sendsn ser 
‘Ang robe Fowrg ess Varier Oelence 73 D | + | Arata beoistehesinatose | AnelementoltePinoesssiobe 
Bandt mail Hea armour | edtae Banaits gees srt Deense 80 ij En - mes 
Crimson robe Sage's robe Magie ater Noot gas Deere 82 € Canoe changed lor a Bi boss stiel | 
Dark robe Closkot mason Detstal og ofte Delence 87 CJ Ver geed wan steam 
zalle (canalsobe lourd aeron) 
Use Da's tall tis orto Demon 
5 EE EES Ee soer 
Mirror armour | Shena Marr siet D 
Princess's robe Moelsite | cosa Simmeiag oes 0 
Glgant armour Bat ral Magha Mgt art D 
Dine bustier Dangerous buster Snmmerng aes - € We 
Mota kngarmaur | Ligud mel amar mem Oreraam Delener20 | E | © | boy, slepng vara Ave good hem oteguiment bte | 
nme in gegen an aso seh on bei omm 
Pad Wagrbeast ide Ast of a Wagic beast ide 
Seale shield aather sel Dagon sce Avast ola Dagen sale 
Bronze stiel Leane snel Boeie 7 (Can be bought in Ascari but 
ME | 
Templars shield | tonsmeo Temola'sunlom - CR Es m 
vate snie tanstield She pater - ENE Ory recommended you ra von 
tege aunt of tokens a Ie cash and 
SE E L L zj ave some Siver plates | 
Lg sild Fan mi es mik Deere 24 C |= | Caste Toda bookstekvesin | Ts echeis the bete ol te wo 
be lbeay 
Magi shield Stel srad Prager eng Trey of poecien Delence Z el |- Canasobe bought a shop | 
Dragon shield | stee sid Dagonscle Dagen scale Deere: 30 HES Apoos mied | 
Magie stie lele dik 5 Delencz 33 pikke 


You canalso buy Wase of 
Er rand 


Ingredient 1 Ingredient 2. — Ingredient 3 _ Special Property *1 Comments 


Location of Recipe 


Magi shield ERE Can also be bought ina shop 


Magic shield E E Agoad sed E 
‘Saintess sield Mor shield Empyechu, he smitishouse _| Aven good steld lo Jessi 
Silver shield Miroe shield | Magic water 2°*_| Monementon the hill on A good shield; also ound inte Black | 
Nortwes sand Chdel 
Metal ing sel = 
EN 5 | 
me Avery good sield 
booisees 
vooral 
 veaerrat Chiraea wing | Detence 9 A Mata Abe, Abas 
escence,bolshehes onhe 
aar 
= mey al - Dilence 14 E u booksteles na house] Impotant to changing Jess 
‘Stone hardhat Stene ae Poaytat f 8 Ven good wen irstbecomes | 


church zalde 


[rater — ï MER EE: EI 23 PE B 
Feahered cap scu s bandana Dslence 20 C | + | cada boostehes ina ouse 
‘Sne tarra Borzeine Borzeinte Defence 20 ce] Toeren assen | | 
vand Brama Holy rs C | seen | Argon Caste,bookselveson | ver use ityou can make itn Pcktam 
« est loor 
beij Siver tara Cora harin Sier plter HEERS 5 B] - | canaiso be bought inashap 
e KE Fesheed cap Eieating soes D 5 
KEN schoiar'scan Magical tat Schola's specs - An element ofthe Sage's robe and the 
Ez Ï Thinapp 
Hades” helm Mytri hei Dors ta Delen 35 : 
Thinking cap Schol'scap - Delence 38 Mor power han Be Schaars ca. 
en el | vou cant ti Tyan uy eran 
Mythe Hades helm c 5 5 
Raging bu helm Mythe Fest mk D PresCoe tookteiesen | | 
‘he tst loor le semen. 
‘Golden tara Tork cap Ser tan. Delen 43 D Monumer on he hi on The best headgear lor Jessica 
Nortwes ke 
Phantom mask hon eadgear Darkrabe - | oeene de D Black Citadel, outside, noreses the wears ahli to dodge 
boolsees enemies Very sei | 
stan heim Sincom Devis tal Delence 49 u Fn Hangy or seling lms tom manses 
(equip irand aak wing He Sailess 
Em Seal Sicke sl 
Sun crown Sul helm Saint sastes - Defence. 52 E Pri Aaetment ol be Tre chiensan and | 
‘a Salem Weigh up aich wle | 
most use to you | 
Strength ring Prager ang ‘Seed of srengn 
Eil ‘Seng rig. - [raro 5 B zi 
Tante Arada booksekvesinatuse | AnelementolGgantarmouandte | 


Dragen stye 
Gold bacer - Defence +5, max o | «== [Arade tonkstehesinatouse | AnelementottheÜbe miacie bide | 


Prayerting____ | Goei See ol mage |+ 
Ring ol tun ‘Golding Samas pear — [oet s0 c - = | 
Ring ot immunity Golerag | Potsonreede 0e c mmuni against posoning Dodoy 
tene = 3 zl e Ome il change lor you 

Holy talisman Tough guy tatoo Holy water 


Daer +10, Do] | neos Ceroogngs, Waren omen ane | 
| 


Ei 


Fut moonrng | Goörmg Pon manne 
Ring otawakaning | Golóroo | oem ode F 


Accessories 


Go rng Falenange ae € 
Prayer ng ETT E | oetence +15 RE en le l 
Fl moon ig Ang ot run Deemce +15 E | een | ca tksnehes hate 
Prayer ring | seed of defence e| =| | Canasobebougttinasrop | 
Fitnet stochngs aooy at Dj 

[paren Seed otagiy E hels IG En re 
Ao ring Ao ng Oreca E | vee | smoomttomasimen | Anoiementot he Oertalcon bede 

tewel You ae awarded one Meteora acer lor 
50 Mi Megas, so tink vey caruly 
dn ‘ao wing te richel 
| Soceersing Deirstal 7 [EERE = sl 5 
St rmo Bitte irfsaime _ - 1 outa won tre amat ol Sif 


ashes al the casino. 


Er 


EE BEE 5 


Wisdom +20 E | … | Hossetytherve,tomEmna's | The miniral MP regeneration hardy 
veandmomer fusies sacnticing the Oichalcum lo 
reste his em 


Monsters 

Knowtedge is power, and thús chapter tells you all you need to know about 
the monsters, mumumdes, wavtants and other creatures who like nothing 
better than to make life difficult for you in the world of Dragon Quest. You 
will learn about each monsters aftributes so that you will be aware of how 
dangerous an encounter is likely to be. You will also fed out which items 
your enemies are likely to leave behind after a battle. 


68 


1. No.: As listed in numerical order in the Defeated Monster List: 
see page 15 in the How to Play chapter. 


2. Name of the monster 
3. Family: indicates the type of monster. 


4. HP: The “hit points” (or damage points) indicate the minimum 
amount of damage you must inflict to defeat your enemy. It is 
important to bear in mind that some monsters can heal themselves. 


5. MP: This is the amount of MP (magic points) available to your 
enemy during combat. If the value indicated is zero, the monster 
is unable to cast spells. This also means that a spell such as Drain 
Magic, which transfers MP from the enemy to your character, will 
have no effect. 


6. Attack: This attribute determines your enemy’s strike power in 
combat. 


7. Defence: This indicates your enemy's defensive capability. 


8. Agility: This attribute determines the point in a battle turn at 
which the enemy engages in combat. Enemies with a high Agility 
level can also occasionally dodge attacks. 


9. Level: This indicates the monster's level. This information is 
important if you want to use the “Intimidate” command to frighten 
a monster away. 


Often dodges attacks 


10. Item: An enemy sometimes leaves a valuable item behind 
after a battle. This could be a normal item or a rare one. 


11. Chance: This indicates the likelihood of the monster leaving 
an item behind after combat. The chance of acquiring one of 
these items tends to be between 0.39% and 12,5%. 


12. EXP: All characters who have survived a battle are awarded 
experience points for the monsters that they have defeated. 


13. Gold: Defeated monsters generally leave a certain number of 
gold coins behind after a battle. 


14. Intimidate: This indicates how a monster will react if you use 
the “Intimidate” command in combat. 


15. Habitat: This information is helpful if you are in search of 
a particular monster, as it lists typical locations in which that 
monster may be lurking. Further details can be found in the 
relevant sections of the Walkthrough. 


16. Special Property: This details some of the special skills that 
a monster may use in combat and occasionally provides handy 
hints for tackling said monster. 


“Concentrated attacks” indicates that the monsters focus their 
attacks on one party member. 


INTIMIDATE — 


The likelihood that you will force a monster to flee by making 
threatening gestures is not down to pure chance, but is in fact 
governed by strict rules. The crucial factor in the monster’s reaction 
is often the difference between the level of the monster and the level 
of the Hero. As a general rule, the Hero should be at least three 


levels higher than his enemy, otherwise you are unlikely to intimidate 
your opponent. “Neutral” means that either the monster does not 
react at all or that it will merely be startled. The latter is of no use 

to you, but is preferable to the monster launching a counterattack. 
Note: All boss monsters are classed as category G. 


Mon javiour LevelDifference ___ Flight _ Neu Attack 
3 or more 100% 0 0 
A | May flee whatever the strength of the Hero Upto3 1 20%1 60% | 20% | 
3 or more 0 0 | The game will not be as much fun if you 
B | Only lees if the Hero is slightly stronger Upto3 70% |_30% | simply consult the table to ascertain the 
3 or more 10% o | _ level of each monster and calculate your 
C | Normally flees Fupto3 chances of making the monster run away. 
It makes much more sense to defeat the 
D | Only flees if the Hero is much stronger monsters and accumulate experience 
7 points. This information is really designed 
Evas 2 25% 50% ik ‚_forsiwations when your characters are 
F_|No reaction 5 0 100% | O\ ontheirlast legs and fighting for survival, 
G | Always attacks res 5e 0 0 | 100% ‚when their next battle could be their last. 


„BOSS MONSTERS — 


[Medicinal herb (313%) 
p [Amor seco essence (156%) 


[Farebury region. Watertall Cave, Kingdom of Trodain, 
solated Plleau, Howtwind Hil 


HP u u 6 
Me o_ [beenen ERN 7) 2 
[ham (Chance) [Medicinale (313%) 
em, Bandits grass st (156%) 
2 z A 
[Farebuy region, Kingdom of Trodain 


Attack 12 8 
EN 
Wemtenancaj[crimaea wing (079) 
biel A 


[Farebury region. Watertal Cave, Kingdom of Trodain. 
ET solted Plateau. Godbird's Eyre 


Often dodges atacks 


/ ‘The boss monsters; which only appear at certain points in the game, 


no need to worry about coming across spoilers in this chapter that 
could give away information about key events later in the game. 


NNS 


Ei 
16 


Pe 2e A 
|ostence EEN CT 2 
[Medicinal het (3,13%) 
[Moonwort bul (156%) 


Hem (Chance) 
2 3 A 


[Farebury region 
[Can stop a character for one tur by licking them 


5 SAFTR Humanstd 
fe 13 14 77 
o_[oetence EN (CE 3 
[Plain clothes (6,25%) 
waytarer's clothes (1,56%) 
Ze A 
[Farebury region 
Can induce the Asleep status change in he party 


wilh a song 


6 _ CAPSICHUM Plant 


8 


10 MISCHIEVOUS MOLE 


SHE-SLIME 


12 BUBBLE SLIME 


HP 5 EE 2 E 
MP 4 [eines 0 jee 3 
tem (Chance) Cypress stick (1,56%) 
aelemGhance) | copper sword (039%) 


3 El EN 


[Farebury region (in the forest) 
[Can reduce one characters Delence using Sap 


HP 18 
MP 0 


pack [CNN 7777 
|Detence 15 jee 
lemnae Medica ero {1 56%) 
ae temChaneaj | sue earings (078%) 
oo 


[Maela region, Kingdom of Ascantha, Howtwind Hi 


HP 15 
Me. 0 


Atach _ 5 
[Delence EN 5 
[em (Chance) [Medicinal herb (3,13%) 
aram (Chance) oaten cu (078%) 
ER WN EN OD 
[Watertall Cave beneath Ascantha. Me 
[Can bui tension 


HP 20 
[a 0 


Attack Agity 
Detence Lee 
em (Chance) [Antidotal herb (6,25%) 
arelemGhance)| Moonwort ould (3.13%) 

5 7 
[Farebury region. Wateral C 
Howlwind Hi 


ower of Almanda 


16 DRACKMAGE 


[Can induce the Poisored saus change in one character 


HP. El 
MP. 2 
[tem (Chance) [Bandara (313%) 
aren (Ghance)__|Prin cheese (078%) 
10 8 
[Alevandria region. Kingdom of Trodain 
[Increases Defence using BufT 


nack 
[Defence 


HP 19 


MP 6 
lem (Chance) [Medicinal herb (313%) 

enhance {Chimaera wing (1,56%) 
9 7 


manat aen Ar Poten gen oe 
en ane dn wen 


Atack ED 
[Delence 16 


ay 1 
vel 5 


[Can reduce the party's Defence using Kasap 


x EE 
o_ [Deenen 
(Chance) Ï Chimaera wing (3. 
(tem (Chance) coor ches 


ts spells never work (because has zero MP) 
Inficts ice damage on the p 


RP EE EEN E77 10 
MP Delence s_ [ee 4 
ij [rem (Chance) [Leather hat (1-56%) 
tem (Chance) Burny a (078%) 
5 ml A 


sl Fasebury region 


FIRESPIRIT € ta 


HP. 14 
MP 3 


[Arack El 
|Detence 
[hem (Chance) [Holy water (1,56%) 


Raeem{Chanca) Armor seco essence (0,78%) 


5 D T 
| [Farebury region, Watertl Cave 
[Uses Fz (only per bate) 


MECHA-MYNAH Macht 


Agy 9 
vel 4 


11 


EEE TEN EI 
we | [oane zee 5 
kem (Chance) Pot lid (313%) 

(Rare Hem (Chance) — | Chimaera wing (156%) 


5 E 
[East of Farebury, Waterfall Cave 


increases Agilty using Acceleratie. Has high 
Defence (bul low HP) 


13 DANCING DEVIL Den 


HP 2 Agilty u 
MP 0 level 6 
[kem (Chance) [Chimaera wing (3,13%) 
Raetem Chance Berer shorts (1,56%) 

7 Er B 


[Fasebury region, Wateral Cave, Kingdom of Todain 
ts dance can stop a character for one tum 


pack 16 
Deience á 


15 SKIPPER 


HP El 
MP 
[hem (Chance) [Medicinal herb (1,56%) 
emee (Chance) [Bunny tl (0,39%) 
12 10 
[Watertall Cave, Aleandria region 


[can reduce the party's Agily using Deceleraie 
|Concentated atack possible. 


Aglity 
Level 


17 BEETLEBOY 


16 eK | 26 TA 
o_ [beenen 36_ [level 
ARME | Medicinale (313%) 
em Chanee) | Leaer hat (1,56%) 


ebay rplon Nandi gan Towel 
Alevanda, Kingdom of Todain 


[ts hom atack can stop one character for a turn 


19 GUNGHOUL 


HP El 
MP 0 


Atach 2 
Delence 1e [el 
[tem (Chance) [Anidotal herb (313%) 
em{Ohanee) Plain cheese (0,78%) 
13 1 


[Alexandria region, Tower of Aledandra 
(Can induce the Asleep status change in he party 


MoNsrs 


onrog 


217 WHEALSLIME 
HP 
ve 1 


20 GENCENG FOX Bed 
HP. zE 
Me’ _ [Deters E 
[rem (Chance) Waytarers 
arehem(Ghancep Gold bracer (03° 


Attack 1 15 
[Detence zee EI 
[Medicinal herb (6,25%) 


hem (Chance) 
[Rare hem (Chance) 

En EN 
| 


ol te Aes 
es Pek, Swordsman 


22 HAMMERHOOD 4 


EL KL 
Me o_ [Defence Lo 
mana ossen co 5 
em (Chance) [Grt ra 
Zi 3 5 
| Aerandria rei 
can use critica hi 


use crea hi 


24 EFROGFACE 


23 JAILCAT 


CC MEC EN 7 EN EEM 


CC NCN EN 7 EI CC NEN 
Item (Chance) |Bandana (1,56%) ern (Chance) Medici fb (313%) 
[Rare he (Chance) {Pain cheese (0 39%) [Rate Hem (Chance) | Arnor seco essence (1 56%) 


19 


ts rear end is much mare powerul(ATK +12), Uses 
[Size Ti. Increase tension to defeat with one blow 


Ee. aa 1 = hack 

CN KEN 5 Detence 

[tem (Chance) [oee 

Bare hemChance) waar s zat (0 
5 


28 CHAENI 


HP EEN 7 HP EN [_% Jam [_5 
CEN NCN CEN NCN en AN een 
rem (Chance) Medicinal herb (3 nem (Chance) [Mecicinal herb (6,25%) 
(Rarelhem{Chanoe) | Bunny tai (213%) area (Cheneco vracer (0,39%) 


EN E 


[Alexandria region, inie 
Riverside Chapel 


[Can build tension 


Ea 
[Maelta region, Kingdom of Ascantha 
(Can stop one character by throwing ls collar 


30 DINGALING 


En EIN 777 CC EZ 77 EI 
5 [Deme EN 77 ue 4 [Duene EI 
KE [ennet powder (625%) [em (Chance) [Hairband (1,56%) 
hem (Ghanees) | Rec mouid (1 56%) [Rare em (Chance) | Gold bracer (078%) 
37 u EI 16 
Maela region Maela region 


[Attacks using Sitz. Restores HP using Heal Can increase Delence using Kabul and summon 
p: Usa Snooze lo send Lio sleep 


32 DRACKYMA 


HP 
ve 


31 JARGON 


HP 5 JE 60 El 
MP. o_ [peten 


5 2 28 
6_|Deleme 26 [me 1 


tem (Chance) [ennet powder em (Chance) ÍMoonwort bulb (6.25%) 
Aare rem (Chance) {Fresh mix (3 13%) [Rare hem (Chance) | wing of bat (625%) 


El El 
[Ruined Abbey, orest west ol ie Riverside Chapel 
Arcada region. 

Often dodges atacks. Tip: Easy o deleat with spells 


33 


BULLEFINCH 


HP 40 


Atack 3 


ve 0 


gy El 
lever 1 


Defence El 


(Chance), 


[Cowpat (6,25%) 


tem (Chance) 


Magic beast hide (1,56%) 


30 


35 


SKELETON 


[Maella region. Ruined Anbey 


ls often aslen 
[he case, geal win he ol 


Tip: his 


HP 


tach 40 


MP 


[Defence ECN 


[em (Chance) 


[Soldiers sword (3,13%) 


Rare em (Chance) 


remplar's uniform (0,39%) 


4 


SCORPION 


High ATK. 
[asap Tip in 


in duce the party's Defence using 
nand gelea it quick 


HP. 0 


Anack 


MP 4 


|[Delence 5 


[tem (Chance) 


[Antidotal herb (6 25% 


Faro om (Chance) 


[ron lance (078%) 


[tem (Chance) 


lem (Chance) 


43 


PUPPETEER 


[Maella region, Kingdom of Ascan 
Can increase tension up to 100 in 1 tum. 


HP 75 


Atak El 


MP 2 


Delence El 


(Chance) 


[Sik robe (3135 


[Rare em (Chance) 


[sime earings U 


45 


43 NIGHT SNEAKER 


[Kingdom of Ascanthe 
[Can reduce the party's tension, and increase IL loo! 


EE z 


Agy EI 


HP El 
MP 12 


[Detneal_«5 


Level 


[en (Chance) 
are lem (Chance) 


Moonwort bulb (6 25%) 
[Bunny tal (1,56%) 


HELL HO 


RNET 


canta 
using Bounce 


kingdom 
Can reiect spel 


HP En 


[aac EE 


MP 0 


Delence E] 


[tem (Chance) 


[Moonwort bulb (6 25%) 


[Pare em (Chance) 


[Poison moth krite 


[Can induce the Paralysed sas change in one haracer 


34 


BODKI 


METAL S 


BAG O0’ LAUGHS Materi 


KP El 
Me 10 
hem (Chance) 
re hem (Chance) 
EH 


Aack El 
Defence 
[Plain clothes (625%) 
[Hairband (313%) 


[Runes Aoba, sou lee 


Can reduce ons characters MP Uses Frizz and Fizle 
Can summa healstime. Concentated aack possible) 


LIME sln 


HF 4 agit. 
e__|_ 255 [Level 


nack EI 

Detence 4006 
ol defence (078%) 

[seed ol agiiy (029%) 


[tem (Chance) 
Rare em (Chance) 


HP 
Me. 0 
[em (Chance) 
ere em (Chance) 
40 


Atack EN 
[etence 3 
[Red mould (6,25%) 
[Plain cheese) 


Agii EI 
vel 12 


Can induce 


zE 
es mal 5 
Ier (Chance) Cowpat (125%) 
Plain Cheese (156%) 
EN 
Ruined Abbey. west cf the Riverside Chapel 


Agii. EN 
Level 12 


BOWTER Humaneid 


kP. a 5 37 
we | 255 _|Detence 3 [ee 13 
[tem (Chance) [Silk robe (625%) 
(mhemGhmeel Short bow (0 39%) 

1 A 


e Ferio Crap and Ascani, Wiers Peak 


Can summon other monsters and send one. 
character o sleep. Concentrated atack possible 


BOY 74 

HP 7 ELN ETT 25 
P o_ [ostene 30e E 
em (Chance) Bandana (625%) 


arelemChancap | Turban (0 76%) 


med Aobey Kingdom a Ascari, Wishes Peak 
3 Lay, Dan Fut 


HP 48 agiy. 


Me o_ [bslence 42 [et 


Medicinal herb (625%) 
[leaner kl (078%) 

EE 
[South of he Riverside Chapel and Ascantha. 
mare perl wen goes 


[kem (Chance) 
[Rare em (Chance) 


and ten becomes bar 


MOSTES 


ao 


53 


53 MENIDEMON 


SLIME KNIGHT 


EAT BAT 


PAPRIKAN 


HP. Ei 
MP 4 
tem (Chance) 
[Rare Hem (Chance) 


[Ack 0 El 
|Detence (ee 
[Sime earings (313%) 
Temolar's shield (039%) 


sing jump atachs. 
plu) 


(Oazzie or Snooze are 


Attack EN CT 

Detence 4 [ee 

Medicinal herb (12.5%) 

[Strong medicine (1,56%) 
Ei 


[East ol Pareyn Quay, Kingdom ol Ascari Waters Peak 
[Pctam eg on. Baccarat vegan 


Can ree one cancer MP and saps oo caracter oy 
eren Heat ae eurg meo eral er 


HP. El 
Me. 10 


Attack EIN 777 
elence EEN CT 
[hem (Chance) [Chimaera wing (6,25%) 
arem{Ghanee) {Magic beast hide (313%) 

En 19 
[kingdom of Ascantra, Wishers” Peak, 


nficts 60 points of damage on one chara 
rows 2 6 in a dice attack 


HP 52 Nek Ts Ge 41 
EN EN 15 
(Chance) [Wing of bat (€:25%) 
emi{Ghemee) | waac beast hide (1,56%) 


nagel, Wishes’ Peak 


(Can use Snooze. Has high resistance against 
[Woost Tip: Use Snooze against it 


HP ENC 8 
MP. 6_ [Delen 45 
[hem (Chance) Red mould (313%) 
Rare lkem (Chance) —{rapier (156%) 


ag 5 


47 EI 


[Pickram region (in the orest) 
uses Fizzle 


HP EN 7 

MP o_ joelen 

tem (Chance) [Stone ae (1,56%) 
rem(Ohancey Leather cape (1 56%) 


Pickram region. 


increases tension belore an attack. Can reduce the 
party's tension 


HP ENC 0 5 
MP 5_ [Defence 52e 16 
(Chance) [wing of bat (625%) 
em {Chanae | Rocttomd stard (039%) 
El u B 


[Picktam region 
[uses Frizze and Cool Breath Tip: Use Snooze 


48 CLOCKWORK CUCKOO Mach, 
ck 43 
[Detence 1 
[nem (Chance) [kon nail (625%) 
(ame em{Gnance) | Dzooer (1,56%) 

Ei En E 


[North of ne Riverside Chapel, Pckham region 
Tip: Reduce fs ih Delence using the Bang spell or Sap 


HP El 
MP 0 


JAgiiy. 4 


[Atack 5 42 

ENC 
[Waterweed mould (625%) 

hem{Ghancej | red mould (625%) 


Ls | 15 


[Kingdom of Ascantna, Picktam region 
inguces the Asleep status change in he party 


HP. EN 
MP. 0 


Aita EE 
Defence E 
[hem (Chance) [Antidotal herb (6,25%) 
Bere Hem (Chance) — [Chain Mail (039%) 
El 1 
[Ruined Abbey, Wish 


Agy 10 
Level 15 


Peak Pickham region 


Can poison one character and reduce tension. 
Tip: Use Snocze io send il to sleep and inrease tension 


Attack 54 
Detence 44 
zer 0255 
|Feathered Cap (156%) 
En EN 
an mgr 


1-2 actions per tum. Can induce the Confusion 
[status change in the party 


56 CHIMAERA 


x 52 46 
6_ [Detence 46 [ee 15 
(Chance) [Chimaera wing (125%) 

MemlGhance) | rarband (313%) 

EI 2 


Nort of the Riverside Chapel, Picktam region (in the 
forest), in the forest near Argonia. Land of he Moles 


uses ame atacs on the pay, Fests is oa HP ving Hea 


act E3 

Detence EN 

(Chance) [Medicinal herb (12,5%) 

kem tOhance Scale shield (1.56%) 
62 18 


[Picktam region. 
(Can attack while defending 


60 GORERILLA 


HP 65 
MP. 0 


git. 
[level 


nack 5 EE 
|Detence EEN CT 
[hem (Chance) [Magic beast hide (6,25%) 
Nr CEE 

65 10 


[Picktam region. 
[Can use critical hit 


62 CANNIBON terió 


HP EN 77 50 
up 12_[Detence 50 
[rem (Chance) [on rai (125%) 
arte (Chance) Pot id (625%) 
76 HD 
[uined Abbey. Swords’ Labyri Kingdom of Toda 


Can induce ine Asleep status change in he party. 
Uses Sizz ang critica hits 


617 MUD MANNEQUIN 
[re 63 Wk 5 50 
MP o_ [etance ENC 18 
m (Chance) [Rock salt (6,25%) 
(Rareiem(Ghance) {Cypress stick (3,13%) 


63 GOODTBAG 
Ls WE KE 
[MP s [ome | 5 (ee Ü_16 
[Gole racer (156% 
Beem (Chance) [Prayer ing (039%) 
2 106 
Swordsman’ Layrinth Berea Ascantra 
he characters” Defence using Kasap 


64 WIEFCH 


HP ENC Agii. 
MP 12_ [Delen 2_ [een 


[nem (Chance) zard's stall (1,56%) 
artan (Ghana) | Garter (0 39%) 


6 ZZ E 


[Picknam region (are around Red's Der) 
Uses Swoosh and Fuze. Tip: Use Fizze against her 


65 MUMMY cli 
Ee 7 EE 7 CM EIN C° EIN E 
P CN 7775 60 _ leek 17 [MP | 20 _fOslence 58 _ fever KL 
(Chance) Turban (156%) hem (Chance) Medicinal herb (12.5%) 
[Rare lem (Chance) | Scholar s specs (0,39%) [Rare Hem (Chance) | Moon's mercy (0,78%) 
67 10 F 70 11 B 


Dark Runs, aren 


Asie status change in one char 


[Castle Trodain,Argonia region, Howlwind Hil 
4 estores HP using Fulheal, summons olher monsters 


67 RESTLESS ARMOUR k 
ae EN 7: 
MP. o_ [beten 7o_ [eel 7 


[on shield (1,56%) 
[ron armour (078%) 


ENC EIN 77 49 
ue o_ [betere EN CT 7 
[Holy water (313%) 
[Magic water (1,56%) 


[Swordsman's Labyrinth 


[Can explode when s HP is low. Tp: In 
ension and defeat i: quickdy 


PHANTOM FENCER 


HP. 5 Aoy 
MP’ o_ [Dee ENC 
[tem (Chance) [Leather cape (076%) 
RaltamtOhance)s {Templar s sword (039%) 
Ei 12 
[swordsman's Labyrint 
[Wind spelt (eg. Woosh) 


HP 7 EK 70 

MP. e_ [Dee 63 

[tem (Chance) Red mould (6,25%) 

setemChance) | wing of bat (1.56%) 
Ei 


picknam region (area around Red's Den), 
Kingdom of Todain 


[Can stop a character or one turn 


71 


ROCKBOMB fl 


HP. ENC 52 51 

MP. 20_ [Dslence 110_jet 18 
[em (Chance) [rock salt (125%) 

[Rarelem Chance) | Rockoomb shad 156%) 
70 u 

[Kongdom of Trodain, Mole Hol. CastieTrodain 


ses Kamikazge when HP is low. Tip: Increase 
Tension and defeat quickly 


72 DIEABLO 4 
HP 7 JE 5 45 
MP 15_ [eme 7o_ jet 18 
[kem (Chance) [Gold bracer (1,56%) 
are ham (Chance) col ing (0,39%) 
72 Ea 

Kingdom ol Trodain 


Inflicts 10 or 60 points of damage on the party 
depending on which number he “throws”. Uses 
Fizz. Concentraed atack possible 


MUDDY HAND 74 TERROR TABBY 


es WE “ EW 
MP Delence 63e 
emme Leane wip (625%) 
Paree (Chano) Turn (076%) 

En 12 


== HP 49 

[MP o_ |belenee: 

[rem (Chance) [Medicinal herb (6,25%) 

aram (Chaneey streng ring (039%) 
45) 8 


[Kingdom of Trodain west of te Hiltop Hut) 
beneath Ascantha, Mole Hole, Desert 


[Kingdom of Todain 


Can induce the Asleep status change in one or all 


often summons other mo haracters 


75 


79 BOH 


DEVILMOTH 


HP 7 ER 67 Ea 

MP o_ [beten 54 19 
(Chance) [Antidotal herb (1 

nare hemiGhance) | ennet powder (3,13%) 


77 MUMBOH-JUMBOE 
pen PT 30 IE TN & 
ue | [ome es Te 


[tem (Chance) [Pra cheese (3,13%) 


[Seed of Ie (039%) 


[Rare em (Chance) 


[Kingdom ol Todain 


groduct of merging mum, boh 


um and boe 


ach 52 


Detence 63 


nest (625% 


[nem (Chance) 


Par 


[Rare em (Chance) 


HP Ei Agy 


MP 10 teel 


em (Chance) 


Rare em (Chance) 0%) 


rd (0. 
5 5 


Köngdom of Ascantha. Kingdom of 


83 PINK PONGO 


HP 5 


MP 0 [eme 


tem (Chance) [Giant mate 


are hem (Chance) _|Magic be: 


7 
[Kingdom of Todain 


often uses critical hi 
[lots of pink pongos 


85 MAD MOLE 


87_ GARUDA 


Tip Use Daze if here are 


EE EEN 777 


5e 


[Medicinal herb (12,5%) 


[Stone hardhat (0,76%) 


[Can build tension 


re JE 7 EW 
we | 2 |Detemee ”_ jee 
TC EENES 
gehen (Chancef| eisen mot inte (156%) 
75 12 E 


ydom of Trodain, Castle Trodain 


‘send back à summaned Mons 


BUFFALO WING 


RP 7 


atc 


MP 12 


Detence 


[Cowpat (625%) 


[nem (Chance) 
lem (Chance) 


Fresh mik (078%) 


Ea 


u 


kingdom of Toda 


Can build tension and red 


the party's Defence 
using Kasat 


nack. a 7 


MP 20 


betence 65 [eve 18 


em (Chance) 


[Plain cheese (6,25%) 


[Rare em (Chance) 


er armour 


56%) 


Ei 


[Kingdom of Ascant 
[Often dodges atacks 


Kingdom of Todain 


Er WE zE 5 
EN ce [el 1e 
kem (Chance) Plain cheese (625%) 
(Rare Hem (Chance) | Copper sworo (1 56%) 
| En 4 5 


[Kingdom of Ascantha, Kingdom of Trodain 
Can increase Delence using Kabuff 


Atack 75 aw 


Delence 106_ [eet 


em (Chance) 


Hunters bow (1,56%) 


Rare em (Chance) 


[Steel broadsword (0,39%) 


76 


20 
[Castle Trodain 


Tip: Use Sap because of is high Delence 


5 


anack 5 


255 


Delence. 4096 _|level 


em (Chance) 


[seed ol agiliy (078%) 


Rare em (Chance) 


Elevating shoes (039%) 


86 WAILIN' WEED 


Castie Toda, Honwin HI, Gades Eye, ramelss 
slang to me souwes 
a Often edges atas 
Tur 


HP 


Anack, 7 


up 


Delence 5 


[hem (Chance) 


[Red mould (12,5%) 


Rare hem (Char 


[Coral hairpin (0,39%) 


73 


88 


INFERNAL ARMOUR Mr 


17 
[Caste Trodain 


Can reduce tension and stop the party or ons tum, and 
(can resurecl monsters Tip Use Snooze or Fudd 


HP. El 


pack EMM 7177 47 


MP. 


Defence, 86 _ [ew 


[kem (Chance) 


[ron armour (1,56%) 


[Steel broadsword (039%) 


ren 


89 DRAGONTHORN 


HP. 154 


[Arck 


gy 


MP. 0 


Delence 


[tem (Chance) 


[Medicinal herb (6.25 


[are hem (Chance) 


Thom whip (156%) 


91 _PEEPER 


HP 7 5 
MP 32_ [Datence ever 
[kam (Chance) Holy water (12.5 

Rare em (Chance) [Magic wate 


HP 95 


MP 0 


Defence 


[tem (Chance) 


tem (Chance) 


35 PUPPET PLAYER 


HP 


EE 


Me 


Detence 


(Chance) 


cal 


re em (Chance) 


schot” 


an reduce tension 


HP En 


Asch 2 


MP’ 0 


Defence ENC 


[tem (Chance) 


[Antidot her (125%) 


[Rare lem (Crance) 


[Hunters bow (1,56%) 


Ei 


105 


Attack 


Agy 


255 


|Detence EEN 777 


[tem (Chance) 


[Medicinal herb (3,13%) 


101 TREEVIL 


(Rare em (Chance) 


lance (156% 
EA) 
[Baccarat region 

Uses Mulihrust. Tip: use Snoc: 


EL Tamy 
Me oosters EN 
[tem (Chance) g medicine (1/64) 


[Rare tem (Chance) 


9%) 


vogdrasi Leaf 


95 


30 MARS ROVER 


Atak 7 EE 5 


Delence Ei 


[tem (Chance) 


[on cuirass (078%) 


[are tem (Chance) 


[Chain wip (0,39%) 


56 


COCKATEER 


7 


Can stop the party for one tum and summon 
onsters 


HP 105 


Atack sa 


MP 0 


|Detence Level 


[em (Chance) 


haranat 


[Rare tem (Chance) 


tan belt (078%) 


El 


Antac Agii 


[Delenco Level 


[tem (Chance) 


[Slime earrngs (313%) 


fare em (Chance) 


[Kity shield (0. 


9 


SPITNIK 


E 108 


Aak 


[Defence 


kem (Chance) 


Boomerang (313%) 


eter oa) 


[Moors merey (156%) 


VENOM WASP 


je on the party, can induce. 
[Dazzed status change 


== EP 92 


Attack „_ El 


we 0 


Detence EEN C7 2 


em (Chance) 


[Moonwort bulb (3.13 


Rare hem (Chance) 


[Poison neede (039%) 


EE 


15 
[Baccarat region 


Can induce the Foisoned or Paralysed status change 
in one character 


700 NIGHT EMPEROR Jeon 


(a ON 7 v_EE El 
ue oosten EN CT EI 

WRR ing ot ee (3-13) 

/ emme) | cote ing (078%) 


El 


102 BATTLE BEETLE 


Ca 


tach. 105 El 


MP. 12 


Detence. 161_[level El 


[hem (Chance) 


[Templar's shield (1,56%) 


hem (Chance) 


ron heimet (078%) 


[Baccarat region 


can increase Delence using Kabuff. Tip Atack using} 
[Bang or Zap or reduce Detence using Sap 


MOSTES 


vosras 


Ee 


103 LUMP SHAMAN 
Pe EE 2 
me_—_|_s0 [ost ER sl 


mGhaneej res mous 6,25%) 
(mmretemiGhance | wed s sat (070%) 


Northwest sle 


estores HP using Midheal and also uses Fuddte. 
ip: Use Fizie 


105 WAWK MAN 


FL WE a En 65 
me_| 26 [Dsl 7e [ee 21 
n (Chance) |Chimaera wing (125%) 
[Rare hem (Chance) — | Copper sword (1 56%) 
100 24 


[Kingdom of Trodain (to the west), Land of he 
|Moles, Ocean 


107 MUSHROOM MAGE 

dS HP ECN 773 2 
MP Detence 76_ [eel 
kem (Chance) [Red mould (12.5%) 
Baren (Ohanee) | Waterweed mould (12,5%) 


Ĳ 
[Northwest Sie, West Argon, Isle of Neos 
Uses Cracke 


109 JUMPING JACKAL Bes 


en WE EN Ei 
MP o_ [pee ENC 20 
[ham (Chance) [Magic beast hide (3,13%) 


emChaney [Assassin's cagger (029%) 
103 El E 


reren region. West Argonia 


111 KENG SLIME 


HP 20 EE 0 52 
MP’ 25 [Delen 75_ jee Ei 
[Wem (Chance) [Sime earings (1,56%) 

rete (Chence)__[stime crown (039%) 
Lu | 


[Between Seaview Church and Baccarat, Howlwind 
Hil srral islands 


113 TONIC ZOMBIE Zembt 


ie | 16 WEE 5 WW 5 

me} o [Dee 1 22 

[hem (Chance) Anuidotal herb (6.25%) 

Rare em (Chance) | Waytarer's clothes (3,13%) 
75 1 


[Northwest Isle, West Argonia, Isle of Neos 


Can induce the Poisaned or Paralysed status 
change. Tip: Use Snooze or Fuddle 


115 VOLPON 


ej Te 
ue_|_2 [Deenen 100 
[hem (Chance) Leather cape (156%) 
RaretemChancej | remptar's sword (039%) 


102 4 


[sie of Neos, smallistands 
[ts dance heals all monsters. Uses Boom 


1704 SKELETON SOLDIER 


Ca “ EK El 


[Me 12_ [Deine 95 


em (Chance) [Tan belt (078%) 


(mee (Chanoe) Stee! broacsword (0,39%) 


EE Ea 
Isle ol Neos’ 


Northwest sle, Savela 
(Can store HP ving Midheal 


106 TAP DEVIL mee 
Ee EE ZINC EN 


[MP o_ [Delence 75 [eel 21 
mem (Chance) Leather cape (3,13%) 
(aram Chanee) el Devi's tail (0,39%) 
21 
[East Argon (lo the southeast). West Argoia Isle of Neos 


ts dance produces the sudden death elec 
Ti: Use Ban Dance 


108 REDTAIL HIPSTER em 
CN KEN 7 EN CT El 
Me o_ [hee oew 22 
ECE va ot ot (625%) 
ereemCheneej | mom wi (076%) 


92 En 
sle of Neos, smal istand 
Inticts heavy damage on al characters 


110 GOED GOLEM Mater 
HP 120 Anse 152_ (Aglig 50 
MP_ 0 jens se lever 22 
Eco vee (2100) 
Hem (Chance) {Gold ring (078%) 
54 726 B 


sle of eos, 


js accessible by ai 


d [Can use ortical hi. Has a high Atiack valve 


112 IRON SCORPION : 


RP. ENE JAginay. 


MP. ENC Level 


[tem (Chance) on 


are hem (Chance) {Farmer 78%) 
82 2 
[West Argonia, Desert 


can increase Delence using Kabul 
Tip: Atack using Bang or Zap 


114 LESSER DEMON Demon 


HP no 101 


MP’ o_ [oee 7 


[tem (Chance) [Red mould (6 25%) 


aremOhance) sf Gold bracer (1,56%) 


107 El 
[Northwest sle 


[Can induce the Dazled status change in he party or 
Cursed in one character 


116 BOMBOULDER A wiad 


En [Attack 5 


Delence 11 eel 


[hem (Chance) [Stone hardhat (625%) 


emtGhaneej | rockoomd shard (1,56%) 


aca gon West Argon, Gods Eye, 


|Untrodden Groves 
[can use Kerplunk to resurrect other dead monsters 


MIZ 


SKULLRIDER D 7 


DE 10 Ek 10 GE 7 
Ca 0 [eme 10 jee EA 
[tem (Chance) [Medicinal herb (625%) 
Bare (Chance) {Bandera (313%) 
EL 7 B 


[East Argonia (to the southeast). West Argonia 
[Can use Flame Stash and stop a chara 


HP KG 
MP 16 
em (Chance) 


ach « 
Defence EN C77 
[Waterweed mould (12,5%) 
[cool cheese (078%) 


[ks bach s much mare power (ATK +35), so increase 
[lension and do your mast to afack and deleat it 


121 MAGIC DUMBBELL 

HP 7 JN 60 

MP’ 14_ [Delmee jee El 

[tem (Chance) [Red mould (6,25%) 

Rare erm (Chanco) {rape 
4 


(can saerman o 
sen he Lel 
RTK 4d 


123 MAGIC MARIONETTE 


HP 17 WER 7 WR Ei 
MP o_ [eene jee El 
(Chance) ron nä (313%) 
emGhance}Stime zarings (1,56% 
108 27 B 


[East Argonia, West Argonia 
[Can reduce one characters MP 


125 LUMP WIZARD 4 


HP 108 


Atak 97 
Defence 72 
[Holy water (3-13%) 
Wizard's staf (039%) 


[mP_| 255 
[tem (Chance) 
are hem (Chance) 


[East Argonia. West Argo 
Uses Swoosh and Fie and sometimes dides sel 


127 BULLDOZER 


EP [ELN 7777 5 Ei 
MP opeten ENC 4 
[em (Chance) [cowpat (125%) 

hem (Chance) {Plain cheese (6 25%) 


7 3 
[East Argon Savelia are 


[Can build tension and in 
change in the party 


129 SHADE 


CE NN 7 EE El 
[ue o [Deenen 70 jee EI 
Remane enne oowoer (6 25%) 
emChancep | wig ot bet (313%) 
78 mn 


[East Argonia. Savella area 


[Can stop the party or 1 tum and summon other 
[monsters 


118 HADES CONDOR 


tact KAN CT 


Defence EEN CT 


[Strong medicine (12,5%) 
Eagle dagger (078%) 


[West Argonia, Isle ol Neos, Ocean 


Can restore HP using Midneal. Concentrated attack 
possible (on char 


er wil the least HP) 


HP 4 EE 160 
ue |_ 255 _|Delence 100 
[em (Chance) on nail (125%) 
ahemtChancp | Seed of srengtn (0,39%) 
128 72 
[ark Ruin, Prate's Cove, island toine southwest 


Uses Whac Can reduce ong characte's MP Can induce 
[he Aseep status change in ne party. 1-2actons pr lun 


120 JE 12 7 


o_ [oetenee 1o2_[level 


tem (Chance) [Strong medicine (12:5%) 


armen than) Steel broadsword (039%) 


eN Argonia, West Argonia 


1 EE 15 WN 66 

12_ [Dee ENE El 

tem (Chance) [Medicinal herb (313%) 

rehemtGhanoe) | God bracer (1.56%) 

120 EI 
[East Argonia, West Argonia 


Can increase attack power using Oomph. Tip: Use 
|Snooze, Dazzle or Wack. 


126 BERSERKER 


120 EK EN 
o_ [heen 106 
(Chance) [katy shield (3,13%) 

em{Ohance) ron axe (0,78%) 


ed [West Argonia 


128 QHOUL 


HP 182 
MP 0 


Anach 1 
Delence 42 [el 
[nem (Chance) | Antidotal herb (125%) 
(Rare hem (Chance) | Golo ring (0,78%) 

El 1 
[East Argo, Black Citadel 
[con ac possible (on the last 


FE EE EMC 
CN EIN 0 KE CI 
hem (Chance) Soldier's sword (156%) 
(Re Hem (Chance) | Heavy armour (078%) 


[Ezst Argonia, Desert 


Uses Kasnoaze. Tip: Use Dazzle 


MOSTES 


wg 


131 KING CURESLIME 132 HOODLUM AM AMO 


NEN 1 GN E CN KEEN 77 z Ei E 
me |_255 [Dee E Me o_ [eene jee 2 
tem (Chance) Amor seco JE! kem (Chance) [Tough guy tatoo (1,56%) 
RarehemdGhanes) | oocrasi dew (039% | arshem Chance) | ron zee (0,76%) 


136 106 En 
[East Argonia,Savella ara 


can buil tension and induce the Dazzle status 
change in he party 


133 HOCUS CHIMAERA 


134 DEMONRIDER Den 


HE IEN 77 EN 0777 El ra KEN CT EEEN 7777 El 
MP 5 [De 100 [em 2% MP o [heee ECN (777 EE 
hem (Chance) maer. wing (125% em (Chance) sword (313%) 

Rare em (Chance) Magic water (0 59%) [are hem Chance) 


US 


en Crone Er 


135 KILLER MOTH 136 JABBERWOCKEE not 
== HP 645 JAGR 7 74 
MP END 120_ [eel Ei 

[em (Chance) [Special medicine (3,13%) 


aram (Ohameep | steel broadsword (1,56%) 
318 100 


mes after merging 
actions per tum 


EN 1 
o_[Detanee En 
[em (Chance) [Renet powder (12 
Barsem{Ohance) Antidot herb (6 25 
| [Can induce the Dazied or Emvenomat 
[cange in he garty 


137 JAB 


EN 


139 KEE 


(Tip: Use Delen) 


HP 30 
MP 255 


pe 5 ECT 7 
MP 0 |Delence 10 jee KEN 


[tem (Chance) ] ij [tem (Chance) [Rock salt (6,25%) 
Rare tem (Chance) | aren (Chance) ron armour (0,78%) 
El 7 5 EI 


Rydon's Tower, Cap? west of Pickham 


ydon's Tower. Cape west ol Plckram 
Can increase Apiity using Acceleratie 


142 ROBO-ROBIN 


HP tach EN 
MP Defence 125 
[kem (Chance) [on nail (125%) 
meemGhanse) | ron curass (078%) 
fi 96 El 
| [Arcadia egion, Cape west ol Pickham, Savella area 
es when HP is low. Tip increase tension and 


144 DEATH SCORPION 


HP. 6 150 78 
MP o_ [belen 164 _ [level 2 
[tem (Chance) [Anidotal hero (625%) 
arm (Chance) poison neede (0,39%) 
El B 
irene A 
[Attacks ving the sudden deatn elect 


HP. 75 EN 77 Ei HP 5 1 EW El 
MP 10 KENT 1 Me. 12 [Dee 10 jee IE 
[tem (Chance) [Anidotal herb (6 25%) [hem (Chance) Medicinal herb (6,25%) 
area Chanee) steen oroadsword (078%) aaehemtGhanee) von shield (078%) 
61 61 Ed B 
Rydon's Tower, Ca 
[ses Munineal 


141 SILENUS 


RP 5 EE = KE 
MP o_ [bne El jn 
[erm (Chance) [Magic beast hide (6 25%) 
arm {Chancsj| ur hood (078%) 
13 EI 
Hi [Savela a 
Asleep status 


143 PUPPET MASTER , 
CEM KEN 7: zE 75 
we_|_s [ostee EN El 


em (Chance) [Chimaera wing (625%) 
Rare hem (Chance)__|oancer's 


145 JACKAL RIPPER 2 146 IRON BHINO Bu 


HP nz s WE 125 Ja 107 
me | 25 10 o_ [Deens 255 [eel 2 
hem (Chance) em (Chance) ramer's scythe. 

Rare tem (Chance) are em (Ch nhelmet (078% 


125 
[Arcadia region, Rydon's Tower 


5 MISES 
147 DANCING FLAME 147 DANCING FLAME 
CEN KN 77 EEEN 777 7 EZ KEN 77 7E 
MP o_ [Deme EN 77 28 me | 0 [Oem | oc [ee 28 
emGhance) oane s gas 5%) emee anos grass sit (625%) 
arehemhancey soc, cheese (1,56%) asem Chance) Soc, cneese (313% 
mi E n T 
ch Cadel 
| EN OO 2 YOT 


148 BLOOD MUMMY 149 PHANTOM SWOEDSMAN 4 


HP 15 RE KENN 777) 65 ma 102 AE KEIN 77 7 
MP 0 [etenee 5_ jee 2 Mm o_ [beten 5_ [eel Ei 
am (Chance) [Bandara [em (Chance) [Amor seco essence (3,13%) 
aren Chance) Bed mould (6 25%) aem (Chance) Magic water (156%) 

125 É 164 EN F 


Dark Ruins 
damage on he party using lightning attacks 


[Can inhet the Cursed status change 


150 HACKSAURUS 


HP u Agiy ] 12 WER az EW Ei De, 
MP o level Ĳ [ Detence 10_ [en El 

[tem (Chance) [on shield (1-56%) 

Bare tem (Chance) Holy lance 


ZIE 


’ HIPSTER 

HP 144 EK 5 

MP 0 [beene 

em (Chance) 

Rare lem (Chance) 
155 


18 EK 2 7 
CN KEN 75 17 [Ee El 
tem (Chance) [Magic beast hide (6,25%) 
areem (Chance) _—| Long spear 1 56%) 
154 
[Royal Honing Ground, Arcadia region, Rydor's Tower 
ries to resurect dead m 


on alte characters and sto 


154 SOULSPAWN 155 GRYPHON 


HP 75 5 EI He KEN 77 1 EN 
MP o_ [Delen 76 Jee EN MP 16_ [Detence 107 [een En 
[hem (Chance) Moonwort bulb (3,13%) hem (Chance) [Chimaera wing (3,13%) 
Barslen(Chanee)s |E etoar (0 39%) Ramliem Change) Razor wing boomerang (0,39%) 

138 EI 187 EA 


[Dark Ruins, Rydon's Tower 


[Arcadia region, Rydon's Tower 
Uses File, 


157 FALLEN PRIEST 


156 GOLEM 


HP, 25 ER 0 Attack. 10 
Me o_ [Defence ED Det ojee 
[kem (Chance) Renet pond: [hem (Chance) [Magic vestment (1,56%) 
aem (Chance) | Tan bet (0 78%) aem tchanceps stel scythe (0 39%) 

En El 8 183 Ei 


Arcadia 


hit Can build ter Can stop one character using Curse 
ad monsters using Kazing 


== 


158 DEAD RINGER 


163 WELEHOU 


0 
[em (Chance) 
are Hem (Chance) 


HP. 4 REE 108 


MP ENC 8 


[kem (Chance) [Chi cheese (078%) 


Rare em (Chance) [Scholars so 


HP zo EE u EE 
MP 30 _[Delence EON CT El 
[hem (Chance) [Cowpat (3,13%) 

I (Raretem (Chance) {oragon dung (156%) 


160 Ea B 


167 DARK SLIME 


HP 
MP 


Ach 

[Detence, 

[hem (Chance) Met 

are hem (Chance) Magical hai (0 39%) 
87 12 

[After he Black Citadel appe 

continents 


inal 


vital al Ie 


15 EE 2 


Defence, ENT 


[Medicinal herb (6 25%) 


[Magic beast hide (313%) 


hounds 


HP 221 125 


MP o_ [ene EEN 


[hem (Chance) [Fishnet stockings (1.56%) 


areem{Ghane) {sta of dine weath (039%) 


188 
Bhzzard Peaks 


[Can increase tension up to 50 in 1 tum. 
[2 actons per um 


Ei 


167 BEELZEBUZZ 


[tem (Chance) 
[Rare em (Chance) 
165, 
[Dragon Graveyard 
nl resurect ofer monsters using Kerplunk 


169 KEIKILLER 4 


Attack 
Detence 


121 
128 
cowpat (625%) 
[Dragon dung (1,56%) 


Uy 5 
level Ea 


[Blizard Peaks, Herb Grot 
[Heals using Midneal 


ee EE [EAN 7177 n_] 
MP. 24 _ [Delene 130 eet Em 
[kem (Chance) — belt (1,56%) 
aretem (Ghanees Poison mot ne (0 78%) 

221 


164 TROLL 


168 KELLEN 


159 LIVING STATUE Mat 


| 


1617 DARK SLI 


166 ABOMINAPE 


HP. EEN CC EN 7 80 
MP] o_ [Defence KEN 7 30 
[tem (Chance) [Stone hardhat (313%) 
are (Chance) | Ruty of protection (039%) 

06 El B 


eel [Rydon's Tower 


Lr Ta 
16 _|Delence 97 [eel 
[hem (Chance) [Meaicinal herb (6,25%) 
(Aare hem (Chance) | Magica! hat (039%) 
87 12 


[World of Darkness. Godbirg'sEyrie (Dark) 
uses Fizie 


HP EI 
MP 10 
[nem (Chance) 
are hem (Chance) 
199 


a EN CT 
eener EN 
[magic water (313%) 
[chiny cheese (156%) 
16 
[Blizard Peaks, Hero Grotto 
uses Thwack or ice atacks 


EL zo 
MP o_|Deene 66 _ [ever |_3 
[hem (Chance) [rough guy tatoo (156%) 
RrellemChance) | Stedgetammer (078%) 
20 
Dark Runs, Arcadia 
ieu (ne forest) 


on, Blizzard Peaks, Isolated 
Toll’ Maze 


HP 186 
Me 0 


aol. 
Level 


EN 
EA 


tach [25 
Detence | 110 
lemen Geen mate (513%) 
arehemChance) Cy creese (078%) 

202 zi 
Blzzard Pel 
[Critical it possiie Iles ice atacks onhe party 


158 
146 
[hem (Chance) on cuirass (1,56%) 
Rare (Oane) of steen broadsword (0 76%) 
5 58 
[Blizzard Peaks, Herb Grotto, Dragon Graveyard 


1-2 actions per tum. Tip: Use spells such as Bang 
or Zap. 


Agny 
revel 


154 EE 134 
[MP o_ [Delen 85 
[ham (Chance) [Bronze kite (3,13%) 
RarshemtOnanoe) | ron mask (039%) 
216 C 
[World of Darkness. God's Eyre 
[Often doöges atacts. Uses Ice Breath 


170 SHADOW 


172 GROST WYVEINE 


HP 13: EE 7 GW nd 
MP o_ [betence ENC 4 
[tem (Chance) [Bronze knife (3.13%) 
aelem (Chance) ron mask (0 39%) 

256 EI T 


Black Citadel. After the Black Citadel appears: 
virtual all he eastern regions 


een: CN EN 77 EEN 7777 ET 
me {30 [Deen 130 [vel Ei 
Item (Chance) Dragon scale (156%) 
[Rare em (Chance) _ | Chain whip (0 78%) 


326 


174 DRAGUEN 


[Blizzard Peaks, Herb Grotio 


Heals using Multiheal. Cat 
[for 1 tum 


HP EEN CC 1 % 
MP o_ [beten KERN 7] 35 
[tem (Chance) [Dragon dung (3.135 
Baelem Chance) {Dragon scale (1 
02 El E 
Drago yard, Isolated Plateau (West) 
Godi 


HP 180 


agt 


MP 16 


[Defence El 


Batle-axe (156%) 


[hem (Chance) 


[Steel broadsward (0.39%) 


178 DARK CONDOR 


can reduce te party's Detence u 
[1-2 actions per tum 


HP 163 BEE 7 EI 
MP 36 _ [Delen ENC Ei 
[tem (Chance) [Chimaera wing (313%) 
aretrem(Ghancay {Wang of bat (156%) 

224 Ei El 


He En 


Atack 189 


MP EN 


paneel} 107 Jee 


[tem (Chance) 


[Strong medicine (6,25%) 


[Rare tem (Chance) 


[Magical hat (039%) 


180 DARK SKELETON 


ee WE ELN 77 m5 
CN NCN KEN 5 
Item (Chance) Moonwort bulb (625%) 


[Re em (Chance) 


Bronze shield (1 


%) 


E 


171 METAL KENG SLIME 
me VL 2 166 
MP’ 66_|Detence 4096 
[tem (Chance) [Slime crown (1,56%) 
retem (Chance) | orichalcum (0.39%) 
30010 240 


pragon Graveyard, Hootwd HL 
uwoggen Grove, Back Chade 


rege 210 


ype Met. Generali ns away Tip Use lache Nan or 
rhinder Trust 


[EEN [7777 uz 


Delence EN 
Eagle dagger (156%) 
Ruby of protection (039%) 
5 B 
se Pts Gods Eye. Uno Groves Bloch Chade 


Heals using Multiheal. Concentrated attack possible 
(on the last character) 


Aaii 
vel 


hem (Chance) 
[Rare em (Chance) 
163 


tach 130 
[Detence 126 eve 
[Moonwort bulb (6 25%) 
Waterweed mould (313%) 


MP 

[em (Chance) 

[Rare item (Chance) 
149 


bose Plata Goti Eyle 


Uses Kasnooze and Mapic Barr. Can stop one 
er for à tum by licking them 


177 STONE GOLEM terts 


HP ze EEN CT 78 
Me o_ [Delen KEEN 7 5 
tem (Chance) [Strong medicine (625%) 
artem{Chance) of ockvomb shard (078%) 


340 EE El 


[lsoiated Plateau (in he forest), Godbia'sEyrie 
(Can buil tension. Critical hi possible 


178 DARK CONDOR 


KP ze [EK 166 130 
a 35 _ [Delen 162 [eel 45 
[hem (Chance) [Chimaera wing (313%) 
arten Chance) | Wing of bat (1,56%) 
212 16 
sarnoned by Dark Duf Arte Dark ade appears 
eres wes ol Faroury area aaund Orks, Desert 


180 DARK SKELETC 


F2 En GE > 
CN NCN CN KEN CE 
item (Chance) Moonwort bulb (625%) 


Rare Hem (Chance) —|Bronze shield (1 56%) 
304 EI 
[World of Darkness (west), Godbird's Eyre 


Can induce the Asleep or Paralysed status change 
in one character 


181 DARK MACARBOUR 


HP EE] 
MP. 0 
em (Chance) 
Rare em (Chan 


tach 168 Ta 
Delence 126 _ [leven 
[Strong me 125%) 


vogdrasi leaf (039%) 


wosTs 


Lil 


187 DARK MACARBOUR 


HP Er 


Agy 


MP 0 


Detence 


level 


hem (Chance) 


Rare em (Chance) 


HP 


MP 


[em (Chance) 


[Rare tem (Chance) 


character using 


184 DARK STAR 


HP rack 


MP |Detence 


[tem (Chance) 


(ars kom (Chance) 


326 
Ate the Black 
Argon (ore 


MP 


hem (Chance) 


Rare lem (Chance) 


187 DARK SEA-DIVA 


HP z ER 


MP EN 7 


[kem (Chance) Waternee 


[Rare tem (Chance) 


En 


189 DARK TURKEY 


HP zm ER 


Jagity. 


MP 12_[Delanee 


eve 


[kem (Chance) [Gart 


[Rare em (Chance) 


190 HELIGATOR 


HP. 512 


MP 0 


[tem (Chance) 


[are tem (Chance) 


182 TYRANTOSAURUS 


Rack 


Detence 


(Chance) 


Dragen 


tem (Chance) 


ron ze (078 


184 DARK STAR 


HP 235 


tach agiy 


ur 12 


Delence 


[em (Chance) 


Medical 


[Rare tem (Chance) 


can reduce the party's 
he or Par 


Nack 1 108 


wel 


|Delence 177 Jeen 3 


[em (Chance) 


gather 


[are hem (Chance) 


EP 


Atak 15: Ei 


MP EI 


Delence, 0 [el El 


[hem (Chance) 


Holy lance (1,56%) 


fare em (Chance) 


Magical hat (039%) 


304 


188 WAR GEYPHON 


7 
u, Godi s Eyrie 


RP EZ 


Atack 7 EW EE 


B 20 


Detence 118 [ee EL 


em (Chance) 


[Chimaera wing 


Rare em (Chance) 


189 DARK TURKEY 


Can increase Defence using Kabul and use Inlerno 


(lame breath) 


CR 


nack gli 


MP E 


[Delence [EN CT 


[hem (Chance) 


[Rare em (Chance) 


Dream blade (0 76%) 


191 DARK DU 


tadel appears. Alexandria roglon, 


region. Bac st Argon 


15 TW 


242 [level 


[kem (Chance) 


er (625%) 


[Rare em (Chance) 


Zombie m 


192 KILLER CROAKER 


HP 183 


Agily 


MP. 4 


[em (Chance) 


Far lem (Chance) 


HP 505 


2 GE 


MP 0 


36 [level 


[hem (Chance) 


Bare em (Chance) 


195 CYCLOPS 


HP 2 EE gity 
MP o_ olene Level 
[tem (Chance) [Amar se 

Rareltem (Chance) | Gian: malle (1 56% 


197 SNAPDRAGON 


HP 435 


Aack 


MP EO 


Defence, 


[tem (Chance) 


[ran 


[Rare hem (Chance) 


[soie stel 


356 


193 HIGH RO 


198 BUFFALOGRE Beast 


LLER 


HP ETM 7 18 101 
uP El Level El 
[em (Chance) 

Rare Hem (Chance) 


HP EEN 07 23 
MP 0 


gi. EN 
|Detence, 26 Jee 40 


[airtand (6 


Scale armour (078 


HP tak 104 
MP. o_ [Deme 3 
[hem (Chance) Red mould (6 2 


Rare hem (Chance) 


2017 BOBO 


HP 443 


tach 


MP 0 


[Delence, 


[rem (Chance) 


[Dragon dun 


[Rare hem (Chance) 


Fresh mik (3 


203 CLAWS 


HP 203 


Me. 0 


[tem (Chance) 


[Rare em (Chance) 


202 CAPED C 


ue Defence En 
[hem (Chance) - 
[Rare hem (Chance) | Bare tork (039%) 
zi TE 5 
Black Citadel (then also in the Farebury region, etc.) 


APERER 


HP 26 
Ca 0 
[em (Chance) 
[Rare hem (Chance) 


[tem (Chance) 
[Rare em (Chance) 


al 


205 MIMIC KING 


HP. 340 


Atack 23 


me | 255 


Defence 224 [eel 


[tem (Chance) 


[ron rail (625%) 


Rare lem (Chance) 


[Seed of wisdom (0,39%) 


402 


207 DULLAHAN 


1 


Black Citadel (hen afs In West Argonia, Arcadia 
region, etc) 


Uses Fuddle and Muliheal Critical hit possible 


HP 35 


ETE 


MP’ 4 


|E 


[tom (Chance) 


[Leather cape (3,13%) 


[Rare hem (Chance) 


[Steel shield 156%) 


510 


Atak 2 


0 


Detence 160_ [leven 


[tem (Chance) 


[Magic beast hide (3,13%) 


fare lem (Chance) 


[Dragon scale (156%) 


En 


211 WEIGHT PRIEST 


En 
[Black Citadel (men on Northwest sle. etc) 


EB 258 


aa 1 126 


me_| 255 


eel 


[hem (Chance) 


vestment (313%) 


are em (Chance) 


EE 


213 DARK MOTH 


HP. EEN CT To 18 
Me’ 100 [Defence 136 [eel 47 
[hem (Chance) [Renet powder (625%) 

areemGhance) {Saint's ashes (0 76%) 


2 


sans 


215 DARK SABRECAT 


ans he ch Chatel ape Per ua (ne 
(ine res), La ale Woes, bewe Semen Cura Bac 


15 
Pes Den 


(Can rare a mone sig ang ana 


nge e pay 


217 DARK DEVELDOG 


HP. EAN CT 2 128 
MP o_ [peen 177 jee El 
[tem (Chance) [Leather hat (3,13%) 
arm {Ohanc) {Saint's ashes (1,56%) 

507 1 El 


[anr he Back Cras 
Pads Den, East Agon 


(Critical hit possible Tip: Use azie 


206 EOWLEIGHTER 


212 HE 


HP 397 


EE 52 105 


MP 0 


[Delance 153 [level 45 


kem (Chance) 


[ron headgeer (1,56%) 


Rare tem (Chance) 


[Life bracer (078%) 


En 


7 


can top on oral of me chacha 1 
vels garekeeger 


218 HEAVY HOOD € 


ES 


LL St ADIATOR 


|E 25 KEK 245 a 
me_| 255 [Delence 165_|eel 
hem (Chance) [Garter (1,56%) 
are lmGhance) estar sword (039%) 
En Ei 
[Black Citadel (hen also in West Argonia, etc) 


[Can stop the party using Warciy. Concentratec. 
atack possible; 1-2 actons per tum 


HP 710 JE ECT El 
MP o_[Delence 146 _ [eve 42 
z (Chance) [Amor seco essence (6,25%) 

tem ow Elin eli (0, En 


[Black Citadel (hen east ol Pregrin Quay, lc) 


En 2 
Daal zr on 
tem (Chance) Rock salt (125%) 

Rare lem (Chance) _— | Mighty armiet (0,39%) 
Enz EN MN 


Godi 's Eyrie, Unirodden Groves, Black Citadel 
(hen also in East Argon, etc) 


[high Defence, immune ta Sap 


WP ze EEN HE 

MP 0 167_ [level 44 

kem (Chance) [kades helm (078%) 

areltem Chance) Pttinum sword (039%) 
416 Ei 

Black Citadel (hen also in the Pckham region, el) 


| very powerful enemy able to init the Asleep and 
Paralysed status changes or 1-2 actions per lum 


Artack 
a 16 _ [Delen 


186 [eve 47 
[Bunny tall (313%) 
Saints ashes (078%) 


[em (Chance) 
Rare em (Chance) 


[ter he Bih Chal epe PPG 
ra onbe beraad foar, 


he benchsod 
as Agenda olles 


HP 23 270 

MP 255 _|oelense 166 [level 

[hem (Chance) [Moon's mercy (3,13%) 

are Chano) Elevating shoes (0.39%) 
370 Ea 


EN 


Uses Kaboom and poles tua agans soes sing Bounce 
arai 


| JEE ECN CI 127 
Me o_ [betere 156 lee 45 
item (Chance) [velvet cape (1,56%) 


Rare Hem (Chance) | Prate's hat (039%) 
423 El 


219 WELLSTALKER 

HP 405 

Me 0 

em (Chance) 

Bere lem (Chance) 
408 


tach 
Dslence 
[Magic water (1,56%) 
[Demon whip (078%) 
46 


EE 


144 


an stop one racer 
[angen me ary Uses 


sed nu be Daed aas 
eg ach aans beper, 


221 DEMOECROBOT 


Ee EE ECC El 
ue [255 [oeren 05 [leed En 
mj see ot magie (05m) 
are tmCnaney [Goto uggs (030%) 


1830 


Gre 
EE: 


223 BODY POLFTIC 


HP 564 
MP 0 
[em (Chance) 


tach 

[Detence 170 

[ard cheese (313%) 

ereen (Chance) | Magic armour (156%) 
310 0 


LEES 


EN 
Level 


Concenraer 
ht posse 


tet chaacen) Cic 


225 LEET WENG 
NE 
MP 0 
tem (Chance) 
Rare hem (Chance) 


Nack 
eten: 


163 [ol 
level 


313%) 


[Highly-strung cf 
[Power shield (078%) 


20 El 
EN 
227 WIGHT KING 
ee EN = W 


Detence 136 
[saints ashes (3,13%) 
[sku ing (078%) 


teel 


tem (Chance) 
[Rare em (Chance) 


Uses Vaswoosn ard 


229 WELESPAWN 


Ev WE EE El 
CN 0 EN 77 
Item (Chance) |Nook grass (156%) 

Pare hem (Chancey__{cioak or evasion (1,55%) 


En 42 


Weeg: 222 


[Can induce be Aalen. Parse or 
[Pe pay Arachs ua ee re 


231 SOLARIS 


Ca 
MP 


457 
0 


vack 
Delence 


EE 120 


Level 


203 


[hem (Chance) [Moonwort bul (625%) 
aren (Ghance) | Seed of ski (156%) 
Er Ei 


Geese 222 


(Can intict heavy damage on al characters. 


220 SILHOUETTE 


156 


Atack 160 Jl ne 


0 


Detence Level 


em (Chance) 


Rennet powder (3,13%) 


[Rare tem (Chance) 


[Saint's ashes (1,56%) 


6 


222 WEAD Of STATE 


is dance can 
ast he Dey 


rme sodden dea lee Uses ice tach 


HP 412 


155 Jo 


Me 255 | 


|Detence 152_ [lee 


[hem (Chance) 


[of cheese (3,13%) 


Rare hem (Chance) 


Thinking cap (1-56%) 


224 RIGHT WING 


ing Micha or Omaha Uses Zag Swaas 
ae 1-2 actions per tum 


508 


Atack, 160 us 


Me 


0 


|Detence 164 [eel 


em (Chance) 


Enon cees (119%) 


[Rare em (Chance) 


[Bastard sword (156%) 


Ne 


226 PANDORA'S BOX 


20 


| 


tach ENC 130 


MP 255 


Defence 10e 


[tem (Chance) 


[Recovery ring (3-13%) 


[ar Hem (Chance) 


Orichalcum (078%) 


En 


228 ENVISIBL 


E SWORDSMAN 


184 


Can or MP Uses 


cai and Track and ca send he 
Sien. 1-2 actions erm 


HP El 


tac 3: 


MP 0 


elence 176 [ver 


[tem (Chance) 


[Dark robe (1-56%) 


are em (Chance) 


[Rusty old sword (039%) 


En 


m 


230 BELIAL 


Page 218 
Inticts ax more damage using Wat ofthe Gods 


HP 720 


pech 3 


MP 60 


Delence 166 [level 


[hem (Chance) 


[Tough guy tatoo (313%) 


fare em (Chance) 


Bate fork (078%) 


523 


232 GREAT TROLL 


El 
rege 215 rege 222 


Usa power Tre afachs or Kaboom. Can bul esin, 1-2 
acns er tun. 


kP 1010 JEE 45 Ta 101 
MP o_ Delence 66 [eve 40 
[hem (Chance) [Medicinal herb (6 25%) 


[Rae em (Chance) 


[Seed of skill (1,56%) 


te 


87 


[Sumsarta Arack and HP vale Very Sengers rica 


wosTas 


wp 


234 HELE'S GATEKEEPER Zombie 
HP Attack 5 WN 105 
Me o__ [Detence 225 [level 50 
[em (Chance) [Platinum mai (078%) 
(ere em (Chance) 


233 UNHOLY BISHOP Hus 
TSE 


pose Caran ja bid 


236 KHALAMARI KID Aguatr 
HP oo JEE ETM CT HP «EK “TW 2 
MP 0 E UP 0 |oelence EIN (CC 13 


[tem (Chance) al [hem (Chance) Waterweed mould 
are em (Chance) 50% Bare erm (Chane)e}Oaken club (313%) 


erside Chapel, on the beach 
beach south ol Pickram 


KP Atec ECN 7077 45 
MP [Detence EN (CT 9 
[em (Chance) [Medicinal herb (6,25%) 

aram (Chance) Bndi's grass sint (3,13%) 


agiury 
Level 


He ENC EN 77 Ei HP sE “ El 
Me s_ |Deleme ENC El ur 0_ |etence ENC 10 
[tem (Chance) rem (Chance) Moonwort bulb (313%) 


fare hem (Chance) 


Rare em (Chance) 56%) 
5 


ah of Aleandra, 


239 YABBY 


HP 41 Mack Agility 21 
we peen Er u 
En EE 
[Rare hem (Chance) | Scale shield (039%) 
| El E 
on the beach sn or anda, onhe bean 
ande edes aam 


240 KING KELP guatie 


HP 5 aiiy 5 
ae —|_20 [Denen zj 22 
ECE rervee mould (125%) 
nem Chanae) Corr harp (078%) 
| E 
| prate’ Cove (als 

Black Cia 


241 WILD BOARFISH 242 ANCHORMAN Aquatic 


HP EN (77777 7 IW [50 
ue | 16 [Delence EEN EI 
ENG vovo ou aio (156%) 
eemnes) Assassin's vanger (039%) 

er ae longa ew 1 (AN B) and Les Boa 


HP x 5 
MP o_ [betere EN C77 
[hem (Chance) Moonwort bulb (3135 
[are hem (Chance) 

dz 


[Plam cheese (156% 


Prate's Cove 
Black Crtadel ap 


240 KING KELP 
HP. EE “ GW 
MP EMM 77 [ee 16 
[kem (Chance) Waterweed mould (6 25 
EeemOhane) sf Cora hairpin (0 78% 


ee WE Agy 
ue | 0 [beten oem 
Me Ari ver (625%) 
ai WemlChange) Scale shed (315%) 


243 SEE ANGEL 


HP 


Atach 


MP 


etence 


em (Chance) 


Amar seco 


Rare hem (Chance) 


[Bunny til 156% 


7 


Often dodges attacks 
increases Agity 


CN CN 


tach 


wee | 


|etence 


[em (Chance) 


Edged boom 


‘Hem (Chance) 


247 MEERMAN 


[can absorb MP and hen use 
atack possible 


[Detenca 86 


[Medical herb 


[Scale armour 


FP To z 
MP 12_f 
[tem (Chance) 
[Pare lem (Chance) 
| | L 


E 


EP 16 


Attack 


MP 


Detence 


[tem (Chance) 


ron helm 


Rare lem (Chance) 


Long speer (0 


120 


257 SEA DRAGON 


HP 123 


1 


Me 4 


etence so [eer 


[hem (Chance) 


[Dragon scale (3:13%) 


are em (Chance) 


[Scholars specs (078%) 


253 POISON EVEEL 


Level 


[hem (Chance) 


[Medicinal herb (6 25% 


Pare em (Chance) 


in whip (078%) 


[Can induce the Confused status change in ore 
[character 1-2 actions per turn 


HP 106 


EEN 77 


MP Ea 


[kem (Chance) 


Rare em (Chance) 


244 SQUID KID 


re pack 7 EN 5 
UP o_ [bene ENC El 
® EmGhenee Pony rat 3,13%) 
elhemGhancej | oencers cosume (076%) 
p= 7 15 


ocean, on ne beach southeast of Argon, 
Prate's Cove 


HP % 


[Arach 5 62 


ue 0 


[etence see 2 


[Antidot herb (6,25%) 


[tem (Chance) 
Rae em (Chance) 


[Snakes whip (039%) 


induce the Poisoned status change in 
character 


Atack EEEN CT 15 


|Detence 5e [level 24 


[tem (Chance) 


[Leather whip (313%) 


[Rare em (Chance) 


[Strong medicine (1,56%) 


16 


% B 


ns per turn Tip: Wack is very electve 


aac EN 7 87 
Me 2 [ee 7 [ee El 
em (Chance) Antidotl herb (625%) 
emGhaneey ef Weterweed mould (3-13%) 

109 E A 


Ocean 
(Can resurrect monst 


sing Kerplunk 


252 FOUE ANCHOR tad 
ren TE 7 10 al Ei 
ve 16_[osene ENC El 


[tem (Crance) 


[on lance (313%) 


[Rare tem (Chance) 


ers scythe (156%) 


121 


ER B 


Ti. Use Sap or atack using Bo 


EE ENC 


[Detenco 56 _ [level 


[Coral hairpin (3,13%) 


(Rare em (Chance) 


123 


Can stop one cf 
{0 50 in only 1 tm 


ee 


15 KW 


a 0 


[Detence oo [el 


[tem (Chance) 


oragon scale (3,13%) 


Rare Hem (Chance) 


[ers bandara (098) 


[On me beach southeast of Argonia 
'atacks against he party 


MsTs 


vonsrs 


ma 


257 OCTAVIAN PIRATE 


HP 205 


MP 16 


[em (Chance) 


Rare em (Chance) 


CC KC 


Medicinal herb (12.5%) 


258 RIPTIDE 


260 ABYSS DI 


em 


Agny 


Level 


find out just how powerful they are on the following pages. You 
can also “recruit” these monsters to fight for you in the Monster 
Arena once you have become a monster team owner. 


ARCHFIEND B 


EXP 


ARCH-ARCHDEMON 1] 
gm en KL 
1 5 


On most of the following tables, two values are indicated. The 
exact scale of values depends on the level attained by your 
character, because the status values of the infamous monster 
increase as the Hero gains experience. This also applies to 
monsters that you have already recruited to your team, 
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1. Name: The name a monster adopts when it fights for you in the 
Monster Arena. 


2. Name as Enemy: The name displayed if you meet an infamous 
monster on the world map. 


3. Family to which the monster belongs. 


4. HP as Enemy: This indicates how many hit points an infamous 
monster has when it confronts you as an enemy. Monsters 
normally have more HP when they are fighting you than they do in 
the Monster Arena, 


5. EXP: This tells you how much EXP you will receive for 
defeating the monster. 


6. Gold: This indicates how much gold you will receive for 
defeating the infamous monster. 


7. Monster Goin is the item left behind by an infamous monster 
after you defeat it for the first time. 


8. Location: If you are looking for a specific monster, it is best 
to consult the world map on pages 204-205, which marks the 
locations of the infamous monsters. Note: Some monsters may 
reside in several places. For example, Metabble can be found in 
four different places, but the precise location of your encounter 
will be randomly selected. 


Archfiend inflicts heavy damage on all enemies using Kaboom. He also protects the party 
using Insulatle. A very good monster 


9. Conditions: If à rank is indicated, this means that the infamous 
monster only appears once you have achieved this rank by 
fighting in the Monster Arena. In fact, some monsters don't even 
appear until you have successfully completed the game! 


10. MP: This tells you how many magic points the monster has. 


11. Attributes: The Attack, Defence and Agility attributes indicate 
the monster’s strengths and weaknesses. 


12. HP in Team: This indicates how much HP a monster has 
when summoned in a battle using the Call Team command or 
when it is fighting in the Monster Arena as part of a team. Details 
can be found on pages 202-207. 


13. Turns: This determines the time your monster team spends 
engaged in combat. You will find further details in the Secrets 
chapter, starting on page 203. 


14. Monster Teams: When certain monsters join together to form 
a team, they may acquire a special skill or a “team bonus”, which 
boosts specific attributes. You can read more on this subject under 
“Monster Arena” in the Secrets chapter, starting on page 202. 


15. Info: This provides a wealth of useful information about the 
monster and its abilities. 
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ARCHER Huma ARCHEFIEND 
SHARPSHOOTER ARCH-ARCHDEMON 
HP as Enemy 96-210 Jood 


Ea 6 ___[MonsterCom 
[Location/Condrsons [Kingdom of Ascantra 


| EEN WEN a ENEN … 
(HP In Team Ì 88-193 7 


HP as Enemy 1296 __ Jood El 
En 466 __ [Monster Coin Gold 
Location/Condtions |Untrodden Groves 


EN Ee 
[HP in Team 925 [Turns_ 09 
Monster Teams Far From Heaven 


ú 


[Manstar Taams Not Ouite Human, Tr EEE 


damage using he Muishot and can induc 
ie enamy Archer is used despite his minimal atributes. he should belang to à team that 
[can use Harrowing Arow 


Archfiend infcts heavy damage on all enemies using Kaboom. He also protects he party 
using Insuiate. A very good monster 


ARGES 
BIG BLUE BULLY 
PEEL | 0 [ee Patrem, EN EI 


EP 346__ [Monster Com En 81__ [Monster Coin: Copper 
tocation/Condiions |Untrodgen Groves Location Conditions [East Argonia 


EL E | EEN KEEN BEEN HSE 
HP In Team 6 [HP in Team 226-327 1 
[MonsterTeams Civ Club. Far [monsanTeam rme Aaus Marines. The Psyche Wards 


[His only special lechnique s scoring erica hi T so e enemy for a tum, but only affects one enemy in he Monster Arena, so 
[owing to his high attack power. He is indeed fas ones can eslore HP using Midheal. Due lo his meagre Defence level 
Defence aibuies are lower you should pul this monster in third place 


BISHOP L BLADEWOLF Beast 
WIGHT HIGHPRIEST LOOPY LUPUS 


HP as Enemy 
En 
Location/Conditons. 


HP as Enemy. [Gold 
En Monster Coin 
[Location/Conditions stand to the southwest, Rank D 
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[Monster Teams [me peaie Just Beastly 


E s lacking fo such an tent 
athean al Lis therefore important that ne other team monsters, 


d BONES 


Bishop is useful foratfackand support. Thanks oh hon Agny 
on using Kaooom or Kalle. Can use Kazing to len comrades 


BLIZAG JR. 
COLD FIRE OLD SOLDIER 


[HP as Enemy 258-288 Jood E RP as Enemy 35 Jood 


EP 224 — [Monster Com Copper Ea 173 [Monster Coin 
[Location/Condivons [Blizzard Peaks [Location/Condiions |Nornwest se 
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uses wac Te succes rai ol Fis atach sti ng (apar Kom in te Mant HP does not Increase, he s nol suitable against enemies wh high Alack 


Arena). Bear th in mind when in combat with Blizag J£ 


BRICKMAN Material BRONTES Demon 


BRICKLATER GIGANTES GQUARDSMAN 
[HP as Enemy [286-817 [God 55 [HP as Enemy 9983-1122 [Gold 
Ea 275__ |Mensertom Siher Ea 381__|wonsercom 


[LocatiorvConditons: 


DEN KEN MEE KA 
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[One of the most powerful monsters you mes ou acquire the ship. A 
up of Brickman, Goldman and Stoneman tums the monsters into Mazin Tris 
very useful towards te end of he game 


Location/ Conditions |isoiated Praieau, daytime only 


ma Ee TT MES 
[HP in Team 764-864 1 
[Monster Teams Club Club, Far Fr En Two Eyes 


[Brontes has 2 very high Attack atrute. His critica his inlict severe damage, so he is 
wel suited for Ie Monst You can also include Brontes in a team lo increase strike 
[power during normal combá 


Maela region 


BUSH-W. FU An 
THE BUSHWHACKER 
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Bustwhacker's island can only be reached in the later sages 
he is no longer one of he most powertul monsters, Typhoaus* Maul pos 
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FANTOM Of CHOPERA 
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COWBOY 
BUFFALO BILL 
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Ea 42 [Monster Coin Copper 
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[A healing expert wo, thanks to his high Agily is quick 
[has à high resistance to spells and often dodges atacks. This generaliy 
[minimal Defence and HP values 
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ANGEL Of CURIN 
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[Zingslinger with Healer or Metab 
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OCCULT RIDER 
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eadnotie somelimes uses an atack which can Inlict around 65 points of damage. 
regardless ofthe enemy 's Delence. However he is inelectve against metal monsters such 
as metal slime. He can be uselul up lo Rank C in he Monster Arena 
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only notable 
once he has psyched himself up vee times 


CYBOT Machine 
ATTACK BOT MK II 


HP as Enemy 682-825 [Gold 121 
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[Clank and Spank, The Blade Runnes, Triple, 
Trouble 
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version of Roborg. He uses the same techniques and also 
A good monster to deploy in the Monster Arena, Rank B 
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E WP as Enemy 483-742 Jood 1 
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FAUNUS 
THE FERTILISER 
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[Nat a good infamous monster. Washes is lace, plays around atie and doesnt take an 
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LIVING FLAME 
[HP as Enemy 7-2 
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is music summons a lock of sheep. The attack works regardiess ofthe enemy’'s Defence. 
[He can ais induce the Asleep status change in all enemies, That's wy, wh à bit of luck, 
[he can also strike more powerful enemies 


FLETCH U 
SHORTSHOOTER 


[HP as Enemy. 
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Flameman is lizag Jr 5 counterpat immune to Frizz spel and (re, but weak against 
ice. A team of Elemental mansters can protect themselves using the specia techn 
[Elemental Storm 
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[Fout Fowl's atributes are pret decent to tart wah, but they dont Increase pat lom 
Agy). He is only useful in a leam with other monsters wio use swords. hus making the 
[social technique Tiple Swords possible 
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Materalstic. My Three Golems, The Treasure 
Hunters 
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[One of the three monsters required to form Mazin. Goldman has comgaratively low 
|atributes, but good resistance lo status changes. A team hat includes Jewelbag makes the 
(special technique Good as Gold possible 


he result of merging he tree dracht Sippy. Sluroy and Suy, Similar lo Ulvus, has 
high atrdbutes and aftacks twice per turn, bul Canna! heal, Sometimes ilicis very heavy 
damage using Big Bang 
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[Gryohus has a relatively high Atack He increases Delence using Kabuff and his blazing 
(fre attack inficis heavy darmage 


resistance to fe or Frizz atacks 


[once you defeat Hackzia, he proves his wort as team monster Even al high level 
his afiibuies resul considerable. He can use a lame atack and has a relatively high 
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FEMME FATALE 
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HEALER 
FAMILY DOCTOR 


HP as Enemy 48-245 God 
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Trauma Centie, Wizards 0 


|Can atack twice or increase tension by two levels using one action. Hazel inflicts minimal 
damage with normal alacks, but Swoash S very usefuf wen psyched u. Tension Boost is 
[possible in à team nat includes Jewelbag 


[As the name suggests, Healer knows Heal ang Midheal. His HP is minimal but he often 
dodges atacks Â team witn Curerand Metal makes the special echniaue Zngslinger 
possible 
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HEAVY METAL 


[FP as Enemy 
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[Full Metal Power, Mega Metal Maniacs, Slime 
Power, The King and Us, The Metal Mob’ 


HOODWINK 
HOODED HACKER 


[HP as Enemy 341-533 
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[Hey is immune to spels. He sometimes uses Kafizze. An essental team member if you 
[want to use the special technique Maxmaster 
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succession. This realy pays oft l he attacks afer increasing tension. He can be used up to 
[Monster Arena Rank C 
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OLD-SCHOOL DROOLER 


HP as Enemy 177-591 Joola EI 
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[Hori has abundant HP and ses Multheal to restore feam members” and characters” HP bul 
can only da so twice, owing lo his limiled amount of MP Noi he best healing monster, but 
compensates lo his with the srengin ol his attack 
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orks atack can reduce Ie enemy 's tension. His strikes can sometimes become critical 
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JEwen POG Gren 


[HP as Enemy 258-341 _ [Gold 
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Location/ Conditions [stand west of Macia Abbey 
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apoy Together, Materalstic, The Psyche id 
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in contrast to Bizag Jr Jack Frost seldom uses Thwack. but he often inficts heawy damage 
on enemies using Cold Blizzard, His high HP enables him ‘0 withstand lame atacks 


Joeker 
BONE BACER 


[HP as Enemy 416-466 [oo 108 
Ea 169__ [Monster Com Copper 
[LocationvCondiions [Desert Fank D 
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Monster Teams 


[Sometimes perorms two atacks in a tum and can infict heavy Ive damage. Can stop an 
enemy for tum, In ateam wi other damons, te team banus will really pay of (outside 
of the Monster Arena) 


dewelbag 's specialties re reducing the enemy's Delence using Kasap and stopping his 
opponents tor a turn wil hi dance. Could prove useful wien combined wilh monsters 
[with high atack power 


KLUB KONG 
ABOMINABLE ADE 


[HP as Enemy 194-417 _ Jood EA 


En 128 __ [Monster Con Coppa 


Loeation/ Conditions [Baccarat region 


mn mT EE NED 


[HP in eam 162-349 09 


[Monster Teams —|cluo Ciub, Just En 


[kas critical hit leaves a lasting impression, but many af his attacks miss ther mark, When, 
[te Hero is at a high level Klub Kong is powertl, but basically useless against spells 
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HOLLOW KNIGHT 
— Pas Enemy 


EP 
Location/ Conditions, 


[HP as Enemy [old 
Ea [Monster Coin 
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| EEN | 
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[Lonely Joe is ane ofthe Tst team monsters, In view ot his meagre HP he team should 


merging the three golem monsters: Brickman, Staneman and Goldman, Very 
[include a healing monster o support him His shike can sometimes become a cr 


k and Delence valves. Mazin alone is enaugh o dominate the Monster Avena. 
ve gure outside ‘he arena! 


MCHAMMER Humanoid 
MULLET MALLE 


MECHABUBO Machine 
AUTOMATON AVIATOR 
[HP as Enemy 40-167 Jood 14 


Ea 36 [Monster Coin Copper 
[LoeatiowCondions |Farebury region daytime only 


[HP as Enemy 81-196 [Gold 28 
Ea 5e [Mersercom Coooer 
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‘in Team [HP in Team 40-167 06 
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He sometimes inficts rial his, but he k ne increasing’ 
lension.Alhough he can increase the value 0 100 in a flash, he is nat a 
(particularly uselul monster 


s to slope of when he sees you anproaching. Mechabubo s relatively 
Û Metal Panic, 


METALY lime 
QUICK SILVER 


[HP as Enemy EN 
Ea [Monster Coin 
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Ea Y [Monster Coin Gold 
Location/Condiions | Alsvandria region (four possible places). Rank F 
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is immune to spells. Normal afacks only 
‚m or use the powerful Kasizle spel. The teams HP is 
with other sime monsters 


ou: riding 2 swift animal 
Wien in a team with other 


MOENSTAR Zombie 
HEADLESS FLAILSMAN 

p [HP as Enemy 565-1321 Gold 93 
Ea 362_ [Monster Coin Gold 
Location/Conditions |GPPage 217 


MOpper 
PUNCHIN’ JUDY 
FP as Een zen Jee EI 
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Moppet mainly tis to induce status changes in opponents 
pemy miss à tun, but also increases enemy lenslon 


NIGH MON NOHI Machine 
THE NIGHTSTALKER 
= WP as Enemy 325-373 [God 


EXP 166 __ [Monster Coin Copper 
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Clank: ine The Blade Runners, The 
(Legends, Tile Trouble 


[Likes inducing the Asleep status change im his enemies. He can reduce he Defence of al 
enemies to zer using the special lechnique Dirge, but rortunatey iso lowers his own 
Defence in the process 
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OCTAVIUS MAXIMUS 


[HP as Enemy 
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ORCUS 
WILD SPEARMAN 


HP as Enemy 385-409 Jood 40 
Be 151 [Monster Coin Copper 
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[Just Beastly, 


The Javelinas 


Octon is extremely resistant to status changes. He can luly restore HP using Fulhea 


and 


boon, not just In the Monster Arena 


esurrect monsters using Zing. Hes one of he best healers and 


lore à gra 


ORRID 
OCHRE OGRE 


[HP as Enemy 


E 


53 


EN 


Ea 


261 


[Monster Coin 


oearan/ Condor |oo Pen ark 


__ 


MN 2220 


[HP In Team 
[Monster Teams 


613-634 


EEKE … KN 
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[dust Beastiy, The 


e Dynamic Duo 


[Orcus has above-average Attack and Def 
[You can reach him 


‘atributes, and can also resurrect using Zing. 
chty when you put 0 sea in the ship rom the Riverside Chapel 


PA TROLL 
TROLL PATROLLER 


Demon 
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Northwest sle (only reachable rom thea) 


EN EN EN 


EE 


Jens 


1 


[Chub Club, Far From Heaven. 


[Can use critical tor increase tension by two levels in one 
and Spike can use he special techn 
in one tum 


lque Sapper Slappes 


team comprising Omid 


HP and a powerful attack, Many alacks miss their mark, but 
ing. His weakness his low Defence. His team should include 
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POTBELLY 


POTTY DRAGON 
HP as Enemy EN 
Er [Monster Coin 
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[Kingdom of rodain 
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ROBORG 
ROBOSTER MK 1 


Machine 
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[Monster Coin. 


[LocationvCondiions. 


Bizar Peaks, 
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(Ctank and Spank 
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[once you dek 


Potbely in combat, you should include him in 
high HP make him a key gure in he Monster A 


ur team. His strength and 
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LIPTLE NIPPER 
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Defence aties, 
9 actons per tum, including such powerful aftacks as Kacracke 


SAGITTARI 
POISONOUS SNIPER 
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rme only team monster who cat 


[can also attack twice in one mn. However 


enemies, as he has only minimal HP 


elecive against p 


absorb an enemy's MP using Drain Magic. This monster 
e wert 


SALSA 
PELVIC THRUSTER 


HP as Enemy 
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EP 
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rows In succession, can inliet damage on 1-4 enemies 


SCORPIUS 
SAND SLAYER 


[HP as Enemy. 
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Thús Walkthrough is your trusty companion in the adventure of the 
cursed king. It will guide you safely through all the many perils and 
pitfadls that they can expect to encounter along the way. Keep this 
guide by your side, safe in the krowtedge that you will never be stuck 
wondering what to do next on your magical, mysterious journey 
through the world of Dragon Quest. 
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USING THE WALKTHROUGH 


These pages provide a brief overview of the various elements 

that you will find in the Walkthrough chapter. Great care has been 
taken not to give away any unnecessary plot details, to the point 
of not showing any pictures of the boss enemies! You will find 

the bosses names and pictures in the Secrets chapter, starting on 
page 215. It's entirely up to you if you want to peek ahead, but if 
you wish to remain “spoiler free” and avoid blowing any surprises, 
you should resist the urge to flick forward… 


Maps 

Every single item that you can expect to find will be depicted 
on detailed maps of the towns, regions and dungeons. An icon 
will indicate if the iter can be found in a barrel or cupboard, etc. 
You can find a key to all the different icons on the back cover 
foldout. The numbering corresponds roughly to the order in which 
you find the items in the game if you follow the Walkthrough. A 
handy checklist will help you to keep track of the vast number of 
items that you can expect to find on your travels. Remember that 
you won't be able to open all the treasure chests immediately. 
Footnotes will indicate if you need a key. 


Shops 

The shop tables show which items are for sale, how much 
they cost and who you can equip them on. There is, however, 
one restriction to bear in mind: Jessica cannot use swords until 
she has learned the relevant trait (Knives skill: 30 points). If this 
restriction applies, her icon is “greyed out” in the table. 


3 Walkthrough 
The text will tell you what you must do in order to drive the 
plot forward: where to go, who to talk to, which objects you need, 
and so on. 


Items that you find are highlighted red in the text. To ease your 
entry into the game, all items will initially be mentioned in the 


text, as well as being outlined on the-maps. As you get more 
experienced and make good progress through the game, there will 
be less mention of items in the text, but they will all still be marked 


vormt 
on the maps. Brown text denotes things that you could do, but 
Which are not strictly necessary in order to finish the game. 
Optional side-quests are covered elsewhere in the guide, but to 
ensure that you don't miss anything, references to certain pages 
Greg 728 indicate where these “secrets” will be revealed. 
HOV TOUT 
Images from the game vaurrou 


Hundreds of screenshots are included to illustrate the 
game action. The numbers under the images refer to the relevant 
passages in the text and vice versa. The numbering in each new 
section always starts at “O1” 


Monsters 

All the monsters that dwell in an area or dungeon are listed 
numerically according to the Defeated Monster List in the game. 
You can see the most important information on a monster at a 
glance — its HP. You can find detailed facts about all of the wild and 
wonderful creatures that you can expect to meet and greet on your 
adventure in the Monsters chapter, starting on page 68. 


Some monsters are only at large during the day [| while 
others only come out at night B. Footnotes will indicate if the 
monsters only appear in a certain region or under cover of trees 
(e.g., “in the forest”). 


Infamous monsters 

The “visible” monsters (see page 19) have two different 
names: their fighting names and their team names. The latter are used 
in the Walkthrough, so that you can easily find details on the monsters 
(tarting on page 91). Ei show if a particular monster only 
appears at certain times of the day. Footnotes will indicate any special 
conditions you should know about. 


7 Boss info 
Here, you will learn 

everything you need to know 
about the boss monsters, 
including tried and tested battle 
strategies and tips on dangerous 
attacks, as well as all relevant 
stats presented in an easy-to-view 
box (you can find details about the 
box on page 69). 


s 


NTURE | | 

Once Munchie the mouse has hopped into the Hero's pocket at the | 
| 

| 


end of the intro sequence, the adventure begins. Move around the 
glade to familiarise yourself with the game controls, then go over 
and speak to Yangus (Fig. 1). The party is ambu: shortly after 
by three slimes. Defeat the monsters with a flurry of attacks and 
then proceed to Farebury. 


If you have any questions about getting started, see the How to % | 
Play chapter, where you will find detailed information about the 
options (page 15 onwards), game controls (page 7 onwards), 
combat (page 16 onwards) and other gameplay basics. 
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Copper sword Leather shield 


Boomerang Leather hat 


Inn 
Price: 3 gold coins (per person) 


WHERE IS MASTER BYLUS? 


Trode gives you the job of finding a man called Master Rylus. 

(How you answer the not-so-jolly green monarch is irrelevant, as 
the result will be the same.) Get your manhunt started by talking 
to the townsfolk. You'll find several interesting characters in the 
local pub, a hospitable place located in upper Farebury. Press @ 
to open the town map and pinpoint your position. You will see the 
pub marked by a beer mug icon. The entrance is on the east (right) 
side. Your current position is marked with a flashing red arrow (or 
with a star if you are inside a building). 


Enter the pub. At the bar, you witness a conversation between 
Kalderasha the fortuneteller and the barman (Fig. 1). When they 
have finished, talk to Kalderasha. 


You may want to find out what all the commotion is about, but 
there is no particular rush to do so. The quickest way to reach the 
scene of disturbance, via the central flight of steps, is barred by a 
well-meaning villager (Fig. 2), so head down one of the smaller 


CHUBRCHES 


When you want to save your game, enter a church (Fig. 3) and 
talk to the presiding priest or nun. When prompted, select the 
Confession (Save) option. Note: After dark in Farebury you should 
talk to the sister on night duty if you want to save. 


You should also seek out a priest or nun if one of the characters 
is poisoned, cursed or killed, or if you want to know how many 
experience points you need to progress to the next level. The 
various church amenities are described in detail on page 9. 
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flights of steps (to the northwest or southwest). A cutscene kicks 
in as you approach the courtyard in front of the south town gate. 
Itends with your party leaving town, somewhat unceremoniously! 
Press ® to advance through the pages of text. (Again, your reply 
to Trode’s question will not affect the outcome.) 


You automatically return to the town shortly afterwards with 
another objective: you must visit Kalderasha's daughter, Valentina, 
at her house. The entrance is in the upper part of town, next to the 
well. When you talk to her, she asks you to fetch a crystal ball from 
the cave behind the large waterfall to the south of town. You agree 
and return to Trode, who is waiting behind the wooden gate to the 
northwest. You then automatically spend the night at the inn, free 
of charge for once! Next morning you have to go to the waterfall 
cave. Before embarking on your journey, however, be sure to visit 
the local church, and explore the town in search of various items. 
We suggest you start at the inn. 


4 Most towns and villages have merchants dealing in 
weapons, armour and items. The goods are generally useful, but 


can be expensive. Before deciding whether you need something 
or not, take a preliminary tour of the town and bag everything that 
isn't nailed down. In Farebury, you should definitely treat yourself 
to a boomerang: not exactly a bargain at 420 gold coins, but worth 
its weight in small change, as it hits every enemy you attack. The 

following pages will tell you how to acquire the necessary funds to 
purchase this desirable weapon. 


EXPLORING THE TOWN 


Before leaving Farebury, you should collect any useful items that 
you find lying around. Open all cupboards and treasure chests, 
smash all pots and barrels, and rummage in every sack. Don't 
think of it as stealing, more like “borrowing”. Permanently. 
Besides, it would be impolite to refuse the generosity of the good 
townsfolk who are happy for you to take their stuff. If you don't 
believe us, just talk to the maid on the top floor of the Farebury 
inn. Oh, and while you're there… 


You will find one m and one 
sacks on the wall. The wardrobes contain a S 
r and clothes, You will find a in the 
treasure chest. Go outside and run round the building. There are 
two barrels by the side of the building next to the ruins of Master 
Rylus's house, one of which contains 4 g Go back into 
the inn via the rear entrance on the other side. Check the bag on 
the wall and take out 3 g js in full view of the owner. Go 
outside and enter the house opposite. Here you will find 5 go 
js in a barrel and an otal herb in a cupboard 


in each of the 


Proceed to the upper part of town. There is a barrel against the 
wall of Kalderasha's house containing a a In the 
clairvoyant’s kitchen you will find 4 go 


ns in the cupboard, 


in a barrel. The wêll 


a ina pot and. 


in front of the house is home to a useful leath eld in a 


chest. During the day several people will be standing around 
th zi 


Il (Fig. 4), so climbing down it will not be as easy as it 
ght when the area is deserted (because a conversation 
will start if you press 6 when you are standing very close 
to any individual). There are also a few things to collect in the 
neighbouring house (to the south): £ in a pot and 
in the cupboard. 


Enter the pub via the rear entrance. There are 10 c in 

a barrel behind the bar. Go back round and through the main 
door. There is an in one of the three barrels by the 
stairs. Take the 2 from the cupboard in the house 
to the south of the pub. Outside, there are three barrels (Fig. 5) 
at the front of the house (along the west wall). These contain 


a and 29 s. Finally, visit the church. In 
the back room, you'll find a med b in a pot next to the 
stove, and a pot lid in a cupboard by the stairs. You can't open 


the locked chest (or the two chests in the Weapon shop, for that 
matter). One final item can be found behind the church: smash 
the barrels if you want a 


FINAL PREPARATIONS 


Before you leave town, make sure that you are well prepared for 
your adventure in the wild. If you have found absolutely everything, 
you should now have in your possession over 100 gold coins and 
a whole array of shiny new kit. Equip the Hero with the leather 
shield and Yangus with the pot lid. If you need any information on 
equipping characters with items, you will find full details on pages 
12-13. You can permanently increase a character's Defence stats 
with the seed of defence (see page 38). Feed your Hero this little 
snack, as his Defence is lower than Yangus's. You can sell both 
sets of plain clothes and the cypress stick to a merchant (find more 
help on selling items on pages 9 and 22). Share the medicinal 
herbs between the Hero and Yangus. Remember that you can't use 


any items in the bag during combat. When you are ready and have 
saved your game in the church, leave town via the south gate. 


Useful reading 

You may find out some useful information by looking on the 
bookshelves (Fig. 6) in many of the buildings. For example, one of 
Kalderasha’s books reveals that nocturnal monsters in the wild are 
more vicious than their daytime counterparts. Good to know. 


Es 


THE PATH TO THE WATERFALLE CAVE 


As soon as you leave town, you will see the waterfall in the distance, 
behind-which lies-the.cave entrance. Follow the path to reach the 
water fall. You will encounter your first band of monsters after a few 
steps. Find all the basic information on fighting and tips for success in 
battle in the How to Play chapter on page 16-23. 


You will shortly arrive at a fork in the path. As you can see from the 
nearby sign, turning left takes you to the “Checkpoint” (which you 

can't pass at present), and continuing straight ahead will take you to 
the “Waterfall” (Fig. 1). When you finally reach the cave, don't go in! 
Your characters are too weak to even think about facing the powerful 
monsters inside. The Hero and Yangus require a little more experience 
and need to attain at least Level 3. By that time, the Hero will have learnt 
the extremely useful Heal spell, which means you no longer have to rely 
solely on medicinal herbs. (Level 5 would be even better, as this makes 
the quest for the crystal ball seem like a walk in the park.) 
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To gain experience points (which are needed to move your 
characters up a level), you should spend some time fighting weaker 
monsters. Be sure to keep an eye on the characters’ health: note how 
much HP they lose when they are attacked by a monster, and heal 


them in good time. During battles in the area around Farebury, it makes 


sense to heal your characters when their HP is reduced to single 
figures: don't forget that you can fully rejuvenate your party (restoring 
their MP and HP) by spending a night at the inn. 


VOLU 


ARY HEROIC DEEDS 


On your way to the waterfall, you may happen to notice a little hut 
up high on the mountaintop. This run-down shack is well worth a 
visit: you don't have to make the trip, but it could certainly be to 
your advantage! When you arrive at the cave entrance, turn right 
and walk round to the far side of the mountain. Be careful not 

to bump into the monster on the mountainside. Follow the path 
leading uphill and enter the hut at the top. kr Page 202 


THE VICINITY Of FAREBURY 


As you may not yet have enough money for a boomerang, it might be a good idea to 
explore the immediate vicinity, and see what goodies you can find. Head east from 

the fork in the road between Farebury and the waterfall cave to find a treasure chest 

(Fig. 3). Afterwards, you should make a detour to locate 

in the north. The Axoraptor (Fig. 4) you 

je moment. Take care when you open 
and may attack you from 
behind. Ifthis happens, select Flee. This tactic always works with infamous monsters 


containing 
the treasure chest containing the 
encounter in this area is still too strong for you at t 
the treasure chest, as the monster will follow you for a w 


You can use the seed to increase the Hero's maximum HP. 


Now return to the path and follow it westwards. Leave the path when it bears south 
(Fig. 5) and continue walking due west until you find a treasure chest containing 

These increase Yangus’s Defence. The old undergarments are no longer required, 
and can thankfully be sold. Frankly, they look like they've seen better days! 


If you crave adventure and are in the best of health, follow the path a short way to the 
south. Just before you reach the broken rope bridge, you will encounter Shortshooter (Fig. 
6) (only during the day, never at night!). Shortshooter is a weak infamous monster that 
you can easily overcome. To defeat him, one character (preferably Yangus), should boost 
his attack strength using psyche up, while the other concentrates on healing. Be sure to 
heal as much as possible, as a hit from the Sharpshooter will cost you approximately 25 


HP. Once Yangus has psyched up three 
times, he can launch an attack. 


If you defeat the monster, you will receive 
a Which you can sell for 
200 gold coins. This should temporarily 
solve your financial problems. 


Monsters up ahead 


(rd Gaining experience 


While you are wandering around in the wild you may occasionally see 
a monster lurking with intent in the distance (Fig. 2). If you spot one, 
proceed with caution as these infamous monsters are particularly 
powerful. To begin with, you should avoid confronting any such 
creature if at all possible. These dangerous beasts are best avoided 
until you are strong enough to take them down. 


Which skills? 

From Level 4 onwards your party members are awarded skill 
points each time they gain a level. It's up to you to decide which skilis 
the characters should learn. The choice is yours, but it's advisable 
to focus on developing the fifth skill to start with: when Yangus has 
10 points, he will learn how to Heal, which is extremely useful. The 


Hero's Zoom spell (8 points) is also very beneficial. As soon as you 
have fully developed these attributes, you should switch to weapon 
skills. The Hero should of course learn to use the boomerang, while 
Yangus should concentrate on the axe. Although he currently uses a 
club, this will soon change. Further information on skills can be found 
from page 34 onwards. 
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LEVEL I 


Once the Hero has reached Level 3 and mastered the Heal spell 
you can enter the cave, taking a good supply of medicinal herbs 
with you. You are fully prepared for this adventure when both 
characters have reached at least Level 5, and the Hero has a 
boomerang equipped. 


You don't have a map of the cave to begin with, but that will soon 
change. Continue straight on, and before long you will come to 
the first fork in the path (Fig. 1), where there is a chest containing 
the map. Press @ to view the map 


Take the path to the right and keep walking along until you 

find three chests. You will also see a man wandering around 
aimlessly. You can talk to him if you want, he's just lost. Open 
the chests to obtain a chimaera wing, medicinal herb and leather 
hat. Equip the Hero with the hat immediately as it offers better 


LEVEL 2 


At the tunnel entrance leading from the great hall your way 

is blocked by a hooded figure armed with a giant hammer 
(Fig. 2). If you select the first option in the ensuing dialogue, 
Hammerhood will allow you to pass. If you are determined to 
fight him, talk to him again and reselect the first response. 


You will soon come to a fork in the path where you have two 
options: either go right, on the trail of the crystal ball, or make a 
slight detour and take the path on the left to obtain a useful item. 
Go past the blue slime, who you can engage in conversation but 
not in battle. You will eventually come to a passage. Run along it to 
find a chest that contains a copper sword for the Hero. Although 
this sword is weaker than the boomerang, it can be used to inflict 
eritical hits (see pages 22 and 42). In battles against powerful 
lone enemies, for example, it could be extremely advantageous to 
switch from the boomerang to the sword. Alternatively, you could 
sell the copper sword for 135 gold coins. 


LEVEL 3 


Run straight ahead to the crystal ball (Fig. 3). Before examining 
it, restore the Hero and Yangus to maximum health. Make sure 
Yangus has some medicinal herbs in his bag (if he has mastered 
the Heal spell, even better, but still give him some herbs, just 

in case). The Hero should also have his fair share of medicinal 
herbs. Once you have reached for the crystal ball and confirmed 
your ownership by selecting the first option, you will find yourself 
confronting the first boss in battle. 


protection than the bandana, which you can sell at the next 
opportunity. 


Go to the southern end of the cave (this is at the top of the 
map, which is not orientated to the north) and head down to the 
second level. 


Once you have placed the new weapon in your bag, return to the 
fork, past the chatty slime, and follow the other path towards the 
crystal ball. 


You will need to share the workload during the 
fight (Fig. 4): one character should concentrate 
on attacking, while the other should focus mainly 
on the healing aspect. The boss will frequently unleash a curse that 
temporarily paralyses its victims. However, this curse has no effect 
whatsoever on the Hero, who should therefore assume the role of 
aggressor. 


The Hero should psyche up until he reaches a state of high tension 
(ie. a value of 50) and launch an attack. This process should then 
be repeated. Yangus can join in the initial attack too, but should 
subsequently concentrate on any healing that is required. Take note 
of the damage inflicted during each attack by the boss (depending on 
the characters’ levels, this is likely to be about 17 HP). To be on the 
safe side, you should heal you characters if their HP falls below 20. 


The Hero may also need to perform healing. If you have already 
increased his tension, it is better lo use a medicinal herb than a Heal 
spell: the spell expends tension (the healing eftect is increased and the 
tension level ís reduced to zero), whereas using an item does not. 


The boss has 173 HP. Take note of the amount of HP he loses when you 
attack him. If he has only a few points left, it will be a waste of time to 
psyche up as even a “normal” attack will have the desired effect. Once 
you have defeated your opponent you will not only obtain the coveted 


BACK TO fFAREBURY 


As the Hero should have reached Level 6 by now, and therefore 
have learned Evac, you can use this spell to leave the cave. If 
you have attained Level 7, you will also have acquired enough 
skill points to learn the Zoom spell, which means you can 
teleport to Farebury once you get outside. 


Go to see Kalderasha. After your little chat, you will automatically 
spend the night resting upstairs. When you wake up, talk to 

the fortuneteller again. He will give you new information about 
Dhoulmagus's whereabouts. It's high time you picked up his trail! 


THE RECIPDE 


If you climb up the church bell tower after nightfall (Fig. 5) 
you will find th taining instructions for 
producing a special key that can open the three l ohests 
In the town. Put it on the back burner for now, as you currently 
have no way of obtaining this item 


/, but also another ‚, which you can use to 
permanently boost the Hero's (or Yangus's) Strength. 
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THE CHECKPOINT 


Follow the path from Farebury due south. The route to the checkpoint 
is signposted at each fork in the road. If you haven't yet found 

the treasure chest to the south of the tree with the red leaves (see 
page 106), you can go there now and collect the 82 gold coins. 

You can also take the opportunity to pit your strength against the 
infamous monsters in the area. 


As the path beyond the checkpoint is no longer blocked, you can 
cross the stone bridge and head south. The monsters become 
increasingly dangerous from this point onwards. If you look over at 
the small hill to the right of the bridge, you will see a treasure chest 
(Fig. 1). Run up the bank to the right of the path until you reach the 
chest, and help yourself to the contents, namely a stylish pair of slime 
earrings that boost the wearer’s Defence by 4 points. 


Now return to the path and follow it eastwards. After just a few 
yards you will notice an archway on the left marking the entrance to 
Alexandria. Let's see what kind of welcome you receive there. 


EIS 


Ee 
Ë 


or 


WALTEROUGH 


AAO HEN 


| chimaera wing | 


Medicinal herb 


11 gold coins 


5 gold coins 


Plain cheese Í 


Wayfarer’s clothes 


| seed of magic | 


18 gold coins ® 


40 | Moonwort bul | 


elelslalaleleine! 


11 | Jessica's letter 


12 | Jessica's outfit* 


Oaken club 110 
Giant mallet 240 3 
[ d | 270 En 
opper swort : 
ui T Price: 4 gold coins (per person) 
Boomerang 420 
Stone axe 550 


EXPLORING THE TOWN 


As you enter Alexandria you are grilled by a rather overenthusiastic 
welcoming committee. Just as the situation risks becoming heated 
Leather kilt 220 (your reaction is irrelevant), an old lady intervenes and takes the 
young rascals to task. 


Scale armour 350 

Scale shield 180 y The shops in Alexandria are only open during the day and the large 

Medicinal herb 8 property in the north of the town is also inaccessible at night. To 

Hoywater | 20 start with, therefore, you should just pick up any items to be found 
nearby and then spend the night in the inn. 

Chimaera wing 25 
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CITY WALKING TOUR 


One of the pots in front of the house next to the inn contains a 
phial of holy water. Inside the house is a cupboard containing a 
chimaera wing. You will also strike it lucky in the cottage next 
to the town gate: there's a medicinal herb in a pot and 11 gold 
coins in a cupboard. Now make your way to the large mansion 
on the hill (Fig. 1): smash the pots in the kitchen on the ground 
floor to obtain 5 gold coins and a piece of plain cheese. Go 
upstairs to the first floor, where you will find a set of wayfarer's 
clothes in a cupboard. Finally, make your way to the attic, where 
you will find a barrel containing a seed of magic in the corner 
where the maid is standing. There are more barrels along the 
wall, containing 18 gold coins and a moonwort bulb. 


GO, MUNCHIE, Go! 


You must now explore the mansion attic if you want to progress 
any further. There is a mouse hole in the wall among the barrels 
(Fig. 2), which leads to Jessica's room. The front entrance to 
her room is guarded doggedly by the loyal Bangerz and Mash, 
so to get inside you must send Munchie through the hole in the 
skirting board. 


When you get control of Munchie, guide the little critter down 
the staircase on the right at the back of the room. There is an 
interesting letter on the desk by the wall, but how can a tiny 
mouse reach it? Simple: use the broom leaning against the left- 
hand side of the desk as a ramp (Fig. 3). Take Jessica's letter 
(press ®). Once Munchie has “pocketed” it, he can make his 
way back to the mouse hole. However, the stairs now present an 
almost insurmountable obstacle for such little legs. Fortunately, 
there is a wide wooden ledge running from top to bottom either 
side of the staircase, creating a perfect ramp for a small rodent. 
Hop through the mouse hole and back to the Hero. 


Take the letter with you and return to the door of Jessica’s room. 
Talk to Bangerz, the boy on the left. After the initial dialogue, 
address him a second time. Answer “Yes” to the first question. It 
doesn't matter how you respond to the second question, but you 
should select “Yes” for the third question. You now have a new 
companion who can help you enter the Tower of Alexandra. 


THE RIGHT EQUIPMENT 


Before leaving with Bangerz (who, incidentally, will notjoin in any# 
combat), you should update your equipment. Buy a stonevaxe for 
Yangus from the merchant. This might seem rather extravagant, 
but it will considerably improve your chances in battle. If you can 
afford it, you should also buy a suit of scale armour and a scale 
shield. (You will obtain a free shield for the second character 
shortly, in the tower.) Don't forget that you can sell any surplus 
items of equipment (club, pot lid, leather shield, etc). You will 
also find another treasure chest near the village, containing 

100 gold coins. Make your way to the tower and you will see a 
creature resembling a bull on your left (Fig. 4). This is Buffalo 

Bill. It's not a good idea to engage him in combat, as he can 
pack quite a punch. If you skirt round him and continue north, 
however, you will soon find the aforementioned treasure chest. 
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LTEMS 
No. Item 
1) Map 
2] seed otaoity 
3 | Moonwort bulb 


4 | 11 gold coins 


5 | Medicinal herb 
|_e} zeooldcons 

7 | 7 gold coins 
gl seed or srengn 

9 | Medicinal herb 


40 | Antidotat herb 


11 | Scale shield 


MONSTERBS 
No. Name 
12 | Bubble slime 
16 | Drackmage 


LEVEL 6 


Zj 


LEVEL 3 


WUTEROUG 


AWR HEN 


OPEN SESAME! 


You can't enter the Tower of Alexandra unless you are 
accompanied by Bangerz. Only the people of Alexandria know 
the secret of opening the door. Once the boy has helped you 
to enter the tower, he bids you farewell. The Hero and Yangus 
should have reached Level 7 or 8 before you even attempt to 
take on the monsters in the tower. 


Once inside, you need to be particularly wary of the frogfaces 
(Fig. 1). This creature is relatively harmless in its initial 
incarnation, but the problems begin if you fail to finish it off 
immediately. The monster spins round each time it is hit, turning 
its “human” face towards you, which enables it to unleash a 
much more powerful attack. Clearly, no one has ever told a 
frogface that sticking out its tongue is just plain rude! If you 

are confronted by a large group of frogfaces and attack them 
with a boomerang, you're asking for trouble, You should either 
use a sword, or psyche up at least twice before attacking these 
creatures. When your tension reaches a value of 20, you can 
defeat approximately three frogfaces with a single throw of the 
boomerang, depending on your current strength. If Yangus is 
using the stone axe, he only needs to psyche up once to destroy 
a frogface, 


LEVEL I 


Climb the steps in the small inner courtyard and go through the 
door to the left (the other door is locked from the inside). Once 
inside, go down the stairs and exit the building through the door 
on the far side of the room. You will now see a treasure chest 
ahead (Fig. 2); this contains the . Turn round and run to the 
right, round the building, then go up the steps. Ignore the door on 
your left and re-enter the building through the door on the right. 


LEVEL 2 


First unlock the other door. (This opens up a short cut for your 
next visit to the tower. Don't go through the door at this stage, 
however.) There are two ladders in the room: one going up, 
the other leading down (Fig. 3). Climb down to the lower floor 
first and collect the items. There is a chest containing a 

, barrels containing a j , 
and a , and a pot containing Grab 
everything, then return to the floor above and climb up the other 
ladder. 


LEVEL 3 


Go through the door to the outside. There is another entrance 
opposite, leading to the large tower (Fig. 4). Head for this door, 
but be careful not to fall off the bridge as you cross, as there is 
no balustrade. 


Inside the tower, iron bars block your path. The bars won't 
budge, but don't worry about that. Just stand in front of one 

of the two blue faces (Fig. 5) on the wall to the left and right. 
Examine the face to activate a revolving door, and lo and behold, 
you are on the other side of the obstacle! You can now run up 
the stairs to the next floor. 
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LEVEL 4 


Once again you will find two faces that trigger revolving doors 
in the walls. The left-hand revolving door leads to a room 
containing a couple of items, so go through this one first. There 
are two pots in the room, containing anda 

. You can ignore the stairs heading upwards from this 
part of the room, as they only lead to a dead end. Instead, go 


back through the revolving door to the first area of the level, then 
through the other revolving door on the right. Once you are in the 
next room, approach the face on the wall on the other side and 
examine it to enter the last area on this level. There is a barrel in 
Climb the staircase to the 


the corner containing a 
next level 


wLsTROuG 
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LEVEL 5 


Run round the corner and take the staircase up to the next level. 


LEVEL 6 


Head along the corridor until you see a face indicating a revolving 
door in the wall on the left (Fig. 6). On the other side of the wall 
there is a pot containing an and a chest containing a 
ield. You should equip one of the characters with this item 
immediately, then return through the revolving door and continue to 
the end of the corridor, where a staircase leads up to the next level 
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LEVEL 7 


Examine the statue on this level (Fig. 7) to trigger a chain of 
events: you encounter the person from Alexandria who you 

have been seeking, and see a flashback of a dramatic event 

that recently took place here. Once this cutscene has finished, 
approach the exit, at which point Jessica will address you again. 
You can then leave the tower using the Evac spell and cast Zoom 
to return to Alexandria. 


BACK IN ALENXNANDEIA 


You return from the tower to find Bangerz waiting for you 
outside the inn. He treats you to a free night at the hostelry! The 
next morning, go to the mansion to see what has happened to 
Jessica. Head upstairs and approach the young mistress of the 
manor, who is in the middle of an agítated conversation with 
her mother (Fig. 8). Once the cutscene has ended, you can 
enter Jessica's room and take from the upstairs 
cupboard. This costume does not provide a particularly high 
level of defence, it merely completes Jessica's wardrobe. 


FROM ALEXANDEBIA TO PORT PROSPECT 


A WALK ALONG THE BEACH 


Go east from Alexandria towards the tower (see map on 

page 110). At the fork in the road just before you reach the 
tower, take the path to the south. You will soon see the beach on 
your left. There is a treasure chest (Fig. 1) at the southwestern 
end of the beach containing a This piece of 
jetsam alone is worth a detour, although you should not use the 
seed immediately, but keep it for Jessica. Also, if you feel like 
getting to know a few new monsters, you can engage some 
hitherto unknown creatures in combat on the beach. Whatever 
you do, be sure to fight the slime that you can see lurking on 
the shoreline. This monster is called the Family Doctor and is 


extremely easy to defeat. The awarded to you for 
overpowering it can, as always, be sold for 200 gold coins. 


Return to the path and continue towards Port Prospect. If you 
want to acquire a ‚leave the path just before the town 
entrance (Fig. 2), and make your way southeast across country. 
You will find the precious seed waiting for you in a treasure 
chest. You should keep this item for Jessica too 


Note: The pass beyond Port Prospect is blocked by a rock fall, 
so you cannot go any further northwest at this point in the game. 


@ 
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1} Holy water 


3 | Chimaera wing 


a | seedofwisdom 


5 | 17 gold coins 


Stone axe 

\ron lance 
Farmer's scythe 
Leather kit 
Scale armour 


Scale shield. 


Medicinal herb 
Antidatal herb 
Holy water 


Chimaera wing 


550 
750 
910 
220 
350 
IRT 


20 
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SHIP AHOY! 


Enter the building on the jetty, where you have a chat with Jessica 

and agree that you are ready to plunge headlong into the adventure. 
Nevertheless, the sea voyage involves a fight with a powerful boss, so 
you should prepare well beforehand. Your party should have reached 
Level 10 if possible (Level 11 is even better), and should also have a 
few medicinal herbs with them. Don't forget to pay a visit to the 


town well. WPPage 207 


First of all, find the hidden items at the port, namely a phial of holy water 
in the inn and a medicinal herb, chimaera wing and seed of wisdom in 
the pots and barrels just outside. You will also find 17 gold coins in a 
barrel under the canopy to the south of the merchants’ stalls (Fig. 1). 
There are two women here who can provide you with a wealth of 
information about skills and, talking of merchants, you be sure to stop 
off at the nearby stalls and buy two scale shields. These will soon prove 
very useful and you should be able to afford them by now. 


Once you have made all the necessary preparations talk to Jessica again 
to confirm the plan. You will then be ready to set sail 


4 During the day, a young woman 


(Fig. 2) can be found outside the building Medicinal herb: _ 45,0% 


on the jetty selling herbs for 10 gold Antidotal herb: 35.0% 
coins. The woman hands the herbs out at Moonwort bulb: _15.0% 
random, so you can never be sure what Strong medicine: 25% 
‘kind you will get. The available herbs Strong antidole: 25% 
and the chances of acquiring them are 

as follows: 
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Once you have prepared for the voyage and 
told Jessica that you are ready to put to sea, 
the ferry will set sail. Before you have travelled 

very far, you encounter the next boss. Again, one character should 
concentrate on attacking and another on healing. This time, Yangus 
is the obvious choice of aggressor, while the Hero should assume 
the role of healer. In the initial round of fighting, however, both 
characters should opt to defend, to minimise the damage inflicted by 
the monster’s fiery attack (Fig. 3). If it finds you unprepared, each 
character will lose over 30 HP! 


Fortunately, this boss's attacks always follow the same pattern: after 
initially spewing “flame-breath”’ at you, his next five attacks are 
more conventional. They can hit either one character, inflicting over 
20 damage points, or the entire party, in which case each character 
sustains fewer than 20 damage points. You therefore need to heal a 
character when his or her HP falls below 25. 


Once you have absorbed the initial attack, the Hero should take care 
of healing while Yangus increases his tension by psyching up. Once 
his tension level reaches 50, have him attack. If the Hero's state of 
health allows, he too can attack occasionally. In the sixth round of 
fighting, after Yangus has dealt his mighty blow, you can either heal 
or attack, depending on the situation. After that, you should select 
“Defend”. 


Always be aware of the total amount of damage you are inflicting, 
and keep repeating the sequence of actions described above. After 
two high-tension attacks from Yangus and a few blows from the 


THE CROSSING 


Talk to Jessica on the landing stage when you are ready for the 
final part of the voyage, which passes without incident. Go below 
decks on the ship (Fig. 4). You will find various barrels and pots 
in the hold, containing a pot lid, two medicinal herbs, 12 gold 
coins, an antidotal herb, a seed of agility and a seed of life (give 
the latter to Jessica, as she is initially rather delicate and could 
easily be overwhelmed in combat). Now descend to the lower 
level, where you will find 10 gold coins in a pot and a bronze 
knife in a treasure chest. 


When you have completed all your tasks, speak to Trode to trigger 
the end of the crossing and find out what the tiny green sovereign 
was tinkering with in his wagon for such a long time. The first 
time you use the Alchemy Pot will be to producesthe item thatyóur 
found a recipe for in Farebury church. You are stilfmissing one 
vital ingredient, but you wil find ít soon enougfin PeregrinrQtäy. 


ITEMS 


1 | Pot lid 
2 | Medicinal herb | 


3 | Medicinal herb ® 


4 | 12 gold cons 


5 | Antidotal herb ® 


Le | 10 gold cons 


9 | Bronze knife 
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Hero, the boss should only have about 60 HP left (depending on your 
characters’ strength). You will then only need to psyche Yangus up to 
a tension level of 20 to scupper the giant squid once and for all. As a 
reward you receive a gold bracer (DEF +4). The ship then sails back 
to Port Prospect. 


BOSS 11 


YOUR FIRST BECIPE 


If you want to save your game, confess to the priest standing 
near the mooring in Peregrin Quay. You should then try out the 
alchemy pot as soon as possible, ideally by concocting an 
extremely important item, the thief's key, which is essential 

for unlocking certain treasure chests. Re-read the thief's key 
recipe that you found in Farebury (see page 109) to remove the 
instructions from your inventory and add them to the Alchemy 
Recipe Book. The formula is as follows: 


| iron nail + bronze knife = thief's key 


You should already have bagged the bronze knife on the 

ferry (see page 118), but if not, you still have time to find it. 
Next, head for the building at the end of the quay. Talk to the 
rehabilitated thief (the man in the cow: Fig. 1) and he will give 
you the iron nail that you need to complete your recipe. Throw 
both items into the alchemy pot and, a while later, out will pop 
the thief's key, which you can use to crack a number of locks. 
Unfortunately you will soon realise that it won't open all of them! 


While the ingredients are simmering in the pot, use the time to 
obtain some items. A cupboard in the inn contains a seed of 
magic. Other items (see item list) can be found in the barrels 
and pots alongside the merchants on the quayside. Equip 
Yangus with the leather kilt and keep the second boomerang for 
mixing at a later stage. Any spare equipment, such as pot lids, 
plain clothes, leather shields or oaken clubs can be sold. Once 
the thief's key is ready, help the agitated young merchant by 
unlocking his three treasure chests (Fig. 2). He will then open up 
the second item shop. 


As the newest member of the team, Jessica is somewhat lacking 
ín attributes (especially Strength and Resilience), so give her all 
the seeds that you collected in Peregrin Quay, plus a few medicinal 


Once Trode has finished tinkering, you can access the alchemy 

pot via the Misc. menu. Throw two items into the cauldron and, if 
the items are suitable for mixing, leave the concoction to bubble 
away for à while. You will hear a loud “ping” when the process is 
complete. Read everything you need to know about this magical 
vessel from page 63 onwards. However, there is one thing you must 
always remember: the pot will only continue working while your 
party is moving! 


You should first produce the thief's key (see above), then move on 
to the next recipe. Ideally, you should start by preparing an effective 
weapon for Jessica: 


EJ vearner win + scale shield = snakeskin whip 


You can buy the shield in an armour shop (if you didn't already pick 

one up in Port Prospect). Once the whip is ready, throw the following 
‘ingredients into the pot to create some robust headgear for the Hero 
and Yangus: 


There isn’t really anything you need to buy in Peregrin Quay 
unless you are still lacking a scale shield for Jessica’s whip 
mixture. The slime earrings are the only items worth considering. 
You will soon be able to obtain such goodies as the iron lance, 
silk robe and suit of chain mail free of charge. 


herbs for emergencies. You should also equip her with a scale shield 
and gold bracer (or slime earrings). The most important thing is to 
reinforce her whip as soon as possible (see “The Alchemy Pot”). 


(EJ veatner hat + chimaera wing = feathered cap 


The main thing is to ensure that there is always something 
simmering ín the alchemy pot. If you are ever stuck for items to mix, 
just resort to this standard recipe: 


(&] medieinar herb + medicinat herb = strong medicine 


Besides its increased healing power, the strong medicine has 
another benefit: you can sell each measure you produce for 88G. You 
can also combine a medicinal herb with an antidotal herb to produce 
a strong antidote, or mix two quantities of strong medicine to make 
special medicine. 


You can mix many other items to make a profit; for example two 
bandanas make a turban (retail price: 205G). 


Alternatively, you could fork out a substantial amount of gold for two 
farmer's scythes to fuse into a mighty iron axe for Yangus…. 
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Maella Abbey 
Ruined Abbey 


THE JOURNEY TO THE ABBEY 


Your next destination, Maella Abbey, is easy to find: simply follow the path. The surrounding area is 
home to some interesting monsters, such as the dingalings, for example, who summon powerful 
allies (jargons) to assist them in combat (Fig. 1). If you want the fight to end quickly, you should first 
deal with the dingalings before they have the chance to summon their overgrown chums. 


If you fancy acquiring some extra items, you can make a couple of excursions into the wild. To the 
southeast of Peregrin Quay you will see a small monster wielding a large hammer (Fig. 2). He is very 
skilled at using this weapon, so you are advised to ignore him and turn your attention to the nearby 
chest, which contains a feathered cap for Jessica. (Keep her hairband, as you will need it later) 


If you return to the back door of the inn and head west from the path, you will find a chest in the 
rui ontaining a bottle of magic water. If you continue west and then head southwest, you will 
find another chest on the bank close to the mountains. This chest contains a stone axe, which 
you can either sell or mix, using the recipe: stone axe + pointy hat = stone hardhat. The second 
ingredient for this recipe can be obtained from the merchant in Peregrin Quay. (If you make the 
stone hardhat and still have a feathered cap left, keep it for later.) 


You will pass a barn on your way to the abbey (Fig. 3). You may wish to leave the path here 
and run southeast along the river. Some distance away you will find a ch ntaining a seed 
of strength, which may be useful for There are two more chests containing seeds, one 
further east and the other in the far northeast (by the sea bordering the mountain range), but 
watch out for the many dangerous monsters in the area. 
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PLEASED TO MEET YOU 


Talk to the monk standing at the entrance to the abbey to save your game, then enter 
the abbey and go through either of the rear doors to reach the quadrangle. Speak to 
the Templars that are blocking the door to the east (Fig. 1). At this point, you will be 
introduced to Marcello, an important figure in Maella Abbey. 


For the time being, you can only obtain two of the items on the list while you are at 
the abbey: a phial of (leave the quadrangle via the north door and smash 
the barrel in the corner) and a (go out of the south door and break one of 
the pots by the steps: Fig. 2). 


SIMPLETON, HERE WE COME! 

Leave Maella Abbey and follow the path south to the neighbouring village of Simpleton 
(Fig. 3), although not before making a detour into the woods on your right: the 
treasure chest on the hill (see map on page 122) contains a that boosts the 
wearer's Agility by two points. The recipe: 

| bunny tail + hairband = bunny ears 


creates a valuable new item of headgear for Jessica. 


SIMPLETON 
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BOTTOMS Up! 


As there was nowhere to spend the night in Maella Abbey, you 
will doubtless want to find the inn. If there is anything you wish 
to buy or sell in Simpleton, go and see the two corpulent men on 
the top floor of the pub opposite (Fig. 1) 


There is one thing you must do as soon as possible: speak to WALATHROUGH 
the dapper young man dressed in red who is playing cards on 

the ground floor (Fig. 2). He introduces himself as Angelo, and 

eventually leaves the hostelry with you. He presents Jessica with 

a . Once this item is in your bag (or on the finger of 

one Ofthescharacters), return to Maella Abbey to see Angelo again 
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NO AUDIENCE WITH THE ABBOT 


Back in Maella Abbey, approach the two Templars at the end of 
the quadrangle. As-yourhave the Templar's ring, they will let you 
pass. You can now obtain two more items: a (ina 
barrel in the kitchen) and (in a barrel in the grounds 
behind the abbey — see map on page 123). 
hes There is a staircase in the front hall that leads down to the 

Lj Mini medal | cellars. Descend to the catacombs and head for the interrogation 

2 | 6 gold coins room adjacent to the torture chamber, where you will witness 
Resta k a conversation between Marcello and Angelo, after which you 
should return to the front hall. Enter the garden at the rear of the 
abbey and talk to the priest (Fig. 3). Once you have learned that 
E £ = Dhoulmagus has been sighted in the vicinity, go back inside. You 
6 EAPAN SHOP will run into Angelo, who tells you how to gain an audience with 

lem Price On Abbot Francisco: you can reach him via the Ruined Abbey. 


Rapier 


3 | Templar's ring 


Thorn whip 
Wizards stat 
Long spear 
Sledgehammer 


EI LBADING POST 
tem Price EquipOn 


Medicinal herb 


‘Antidotal herb 


shad 


Chimaera wing THE RUINED ABBEY 


— T_— After agreeing to help Angelo, you set off on your way, leaving 
the abbey via the exit to the south. However, do not head 

for Simpleton, but immediately turn left and follow the river 
eastwards (Fig. 4). You will soon bump into the Hollow Knight 
(Lonely Joe): a weak opponent who is easily defeated. Now 
follow the path until you reach the entrance to the Ruined Abbey. 
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RUINED ABBEY 


1 Map * 
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Mini medal 


Bronze shield * | 


50 gold coins € 
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LEVEL 1 
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Bandit's grass skirt 
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40 | Fiyguy 39 
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THE ENTRANCE 


You will see no sign of the entrance when you reach the Ruined 
Abbey. You need Angelo’s ring to solve this puzzle. Examine the 
white stone marker (Fig. 1) and use the Templar’s ring to enter 
the dungeon. (Your characters should have attained at least 
Level 12 by now.) 


From now on, you can go directly to the Ruined Abbey by 
casting the Zoom spell. This means that, if necessary, you can 
teleport to a town with an inn, spend the night there, and return 
to the ruins when you are fully rested. Make sure you have 
something simmering in the alchemy pot, as you won't be able 
to access this useful piece of apparatus once you enter the 
dungeon. 


LEVEL I 


Just keep running straight ahead until you reach the end of the 
passage, then turn right and go down the steps. 


LEVEL 2 


There are two treasure chests in an alcove to the left in the 
(eastern) wall (Fig. 2). The one on the right contains the map, 
but the one on the left turns out to be a-monster-in.disquise. You 
should only examine this chest if you want to fight a cannibox. 

If you do decide to tackle this monster and.‚manage to defeat it, 
you might receive an iron nail, a vital ingredient for upgrading 
your boomerang. 


Cross to the other side of the room. In an old cupboard next to 
the ladder you will find another iron nail 


Climb down the ladder. (You could also use the:stairs-onrthe 
south side of the ruins, which would be quickerbut you'll 
miss out on the items on Level 3.) Don't forgetto checkthe 
bookcases in this room to read an interesting diary and find out 
another recipe for the alchemy pot. 


LEVEL 3 


There is a pot in the chamber to the east containing a mini medal. 
and the treasure chest in the large room (Fig. 3) conceals a 
bronze shield for Yangus or the Hero to equip. Now go through 
the west door, which will close automatically after you walk 
through it, and can only be opened from the other side. Follow 
the passage and go down the stairs to Level 4. 


Defeating just one metal slime can earn you an incredible 

1350 experience points. What's more, the monster only has 4 HP 
and is not even particularly dangerous. This sounds too good to be 
true, and of course it is! There is one major snag when it comes to 
bagging one of these little grey cuties: each hit only inflicts one point 
of damage… if you're lucky! The metal slime may dart out of the 

way or your altacks may simply bounce off its hard metal body. The 
monster also frequently flees to safety. 


You have not yet learned any skills that will enable you to inflict 
much damage on a metal slime. One notable exception is Yangus's 
Hatchet Man ability, although it is highly unlikely that such an attack 
will be effective. If you do manage to hit the target with this move, 
however, you will fell your opponent with a single blow. You can also 
‘hope for success by launching conventional 
attacks and praying for a critical hit. An 
alternative strategy involves throwing holy 
water af the metal slime, whereby each 
dousing is guaranteed to claim 1 HP. 
Even then you can't be certain 
that your timid opponent won't 
simply run away. 
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LEVEL 4 


Beware the purple water in the lower level, as it is poisonous to the touch. Cross the 
room safely by climbing over the furniture on the right-hand side (Fig. 4), thus avoiding 
any contact with the toxic liquid. Take the stairs up to Level 3 when you get to the other 
side of the room. 


LEVEL 3 


Collect the items in the rooms either side of the central corridor (see map on page 126) 
and then confront the boss. (Don't forget to bag the bandit's grass skirt in the room 
where the boss is lurking.) Restore your team to full health and give Jessica some 
medicinal herbs before you engage the monster in battle. 


Make sure (hat Jessica has plenty of healing BOSS 111 


items with her. She should weaken your enemy's 
Defence in the initial bout of fighting by casting 


Sap and then concentrate on healing thereafter. Have Yangus psyche 
up his tension to 50 and then attack the boss. 


The Hero should also start by building up tension. When the boss 
summons two monsters to its aid (Fig. 5), deal with them first. The 
skeleton doesn't pose much of a threat, but the walking corpse can 
reduce tension on sight and should therefore be defeated as a matter 
of urgency. A boomerang Power Throw should do the trick. 


Always be aware of the amount of damage you are inflicting on the 
boss. You shouldn't have to psyche up to maximum tension more 
than once, although the battle isn't over until you have defeated all 
your opponents, including the skeleton. After the battle you will find 
a gold rosary, and your entire party's HP and MP are fully restored. 
This treasure also increases the wearer’s Wisdom by 5 points, so 


may be handy for Jessica if she is using a lot of magic. The walking corpse attacks! 


Now follow the tunnel to the end and climb the ladder to emerge at 
the rear entrance to Abbot Francisco's dwelling. 


The super boomerang 
As soon as you have left the Ruined Abbey and can access the 
alchemy pot again, you should try this useful recipe: 


| boomerang + iron nail = reinforced boomerang 


ABBOT fFBANCISCO 


When you arrive outside the Abbot's abode (Fig. 6), smash the barrels by the wall, as 
one contains a mini medal. Now enter the house and talk to the old man on the top floor. 
This starts a cutscene, which eventually ends with your party locked in a prison cell 


BEHIND BARS 

Speak to all your fellow prisoners at least once, then pace up and down in your cell 
until Angelo appears. He takes you to the torture chamber, where you should examine 
the iron maiden. Doing so reveals a secret passage that leads to the barn northeast of 


Maella Abbey. 
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As you leave the barn, you will see that the abbey is on fire. double doors (Fig. 7) and, once inside the room, read the books 
Run to the abbey’s main entrance (where you can still save in the bookcase, then talk to Marcello. You finally receive your 
your game in spite of the fire) and then cross the burning bridge very own „and welcome a new companion: Angelo, 
to trigger a cutscene, after which you will find yourself inside who will be waiting for you at the front door as you leave Maella 
the house. Speak to Angelo and answer “Yes” to his question. Abbey. Your party is now complete and you set off to the next 
After another cutscene, you will wake up on the first floor of the town together: Ascantha here we come! 
abbey. Leave the bedroom and speak to the guards in front of the 
wui 
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MONSTERS 


No. Name NoName 
Healslime 
| wang 


Scorpion i 47 


44 | Mummy boy 
45 | Hell homet 
Slime knight 


Brownie 48 | Clockwork cuckoo * 


Puppeteer Treeface 


Night sneaker Kisser 


THE HOUSE BY THE BIVER 


If you haven't already done so, you should now cook up a 
reinforced boomerang (see page 65). If your characters need to 
do some leveling up, they can also revisit the Ruined Abbey to 
hunt metal slimes. If your party members are all on Level 13 or. 
14 by now the detour is not necessary. 


The route to Ascantha initially leads southwest, past Simpleton, 
and later turns eastwards. Look at the world map from time to 


Name 
Diemon 

| ratbat: 
Chimaera 

T mum 

\ Bon 
Jum 


Boe 


time to ensure that you don't miss the valley to the left, at the 
far end of which there is a treasure chest containing chain mail 
(Fig. 1). A little later you will come to a house on the left of the 
path, by the river (Fig. 2), inhabited by an old married couple. 
Show what a perfect guest you are by taking the silk robe (for 
Jessica) from the cupboard. You'll also find a mini medal hidden 
in a barrel. 


Note that Angelo is now miraculously wearing his 
Templar's ring, even if another character previously had it on their 
finger. You should already have a scale shield and a feathered cap in 
your bag for your new team member. As part of his training, Angelo 


THE RIVERSIDE CHAPEL 


You will see the Riverside Chapel across the river on the right. 
Not only can you save your game here, you can also spend the 
night, by speaking to the nun. The first overnight stay is free of 
charge, but you would normally have to shell out 

10 gold coins. On no account should you refuse this special 
offer, because during the night a beautiful cutscene will reveal 
more about Angelo's past. 


You will find a seed of magie in the cupboard next to the bed. 
If you approach the cow grazing next to the chapel (Fig. 3), 
you will obtain a bottle of fresh milk. (This happens whenever 
you “talk” to a cow for the first time.) Note that the chapel is a 
destination for the Zoom spell, and don't forget to talk to any 
other cows that you meet on your travels from this point on, 
however embarrassed you might feel! 


should first concentrate on learning sword skills to make his attacks 
more deadly. He is also a powerful sorcerer, although initially he 
knows very few attack spells. (Learn more about Angelo's skills on 
page 33.) 
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ENXCURSIONS 


Some distance southeast of the house by the riv 
(Don't approach it by going down to the river bank, inst 
treasure chest situat 
reach: just go up the slope behind the house. 


Northwest of the chapel you will see a chest on the river k on the r 

You can only reach it by making a detour from the north. Firs 
the chapel, as dangerous monsters abound in the north, including the Chimaer 
which can inflict 30 points of damage on each of the four charact t 
Diemon can also strike hard (he too is found in the south). He can inflic 
if he “throws” a six before launching his special attack. How 
the Sharpshooter (Archer), is relatively harmless. 


Apart from the above, there is nothing else to collect in this area at this p 
remaining chests are locked. Continue along the road to As a. 
the town when you reach it (Fig. 5) to get your hands on a treasure ches 

Is. (You will pass the chest on the beach later if you don't want to mak 


ITEMS 


1 | 42 gold coins 
2 | Mini medal 
3 | Medici herb 
4 | Red mould 


5 | Mini medal ja) 


6 | Plain clothes 


7 | Mini medat | 


8 | Rennet powder 
9 | Lady's ring 5 
WEADON SHOP 


tiem Price 


Dagger 
Short bow 750 


Wizard's staff 1300 
Edged boomerang _ | 1360 


Steel broadsword 2000 


ABMOUR SHOP _— 


Leather dress 
| Bronze armour 
ron cuirass 
Bronze shield 
Turban 


Slime earings 


ITEM SHOP 
Medicinal herb 8 
Antidotal herb 


Rennet powder 


Holy water 


Chimaera wing 


10 gold coins (per person) 


| Moonwort bulb 


ENGIN 0 ASANTE 


DPAVAN’S PROBLEM 


The merchants in Ascantha stock a whole range of interesting 
weapons and armour. As you should have ample gold in your 
account by now, you can easily spare a couple of coins: for 
example, bronze armour for the Hero and an iron cuirass for 
Yangus are well worth considering. The latter is not much 
better than his current armour, but you can modify it later in 
the alchemy pot. (You'll be getting a wizard's staff for free very 
soon.) Don't forget to visit the town well kj Page 201 


Ascantha has been in a state of official mourning for two 

years and it's your job to find out why. Head for King 

Pavan's apartments at the top of the castle, and watch as his 
maidservant, Emma, tries in vain to attend on him. You can learn 
more about the King's plight from Emma and the Minister in the 
throne room on the floor below. To help him you must do the 
following: 


Go to the castle at night. (If it is early in the day, go to the inn 
and sleep until nightfall.) Enter the throne room (Fig. 1) and try to 


EMMA’S GRANDMOTHER 


Leave Ascantha. It is best to teleport to the Riverside Chapel 
using the Zoom spell and walk the last few feet to the cottage. 
Speak to the old woman to learn about your next destination: 
Wishers' Peak. Her husband also has plenty of advice to offer 
on how to get there: go round the back of the house and down 
to the river (Fig. 2), take the path right and follow it all the way 
along the bank and you will soon see the entrance to a cave, 
which leads to Wishers' Peak. 


speak to the King. Then go back downstairs again. You will meet 
Emma on the floor below, who recounts a story her grandmother 
once told her. You already know her grandmother: she lives in the 
house by the river. 


WISHERS” Dis 


Healslime 


| Bodkin bowyer 


| Mummy boy 
Hell hornet 

| Sims knight 

Preetace — 

| | Diemon 


| wandng corpse 


Fat bat 


THE CAVE BY THE RIVER 


Cross the first large cavern (Fig. 1) and enter the passage on the left, where you will see 
a chest containing a Now head for the steps leading out of the cave. 


AT WISHERS’ DEAK voro 


You emerge at the foot of Wishers' Peak. (When outside the cave you can teleport to 

a safe place in an emergency using the Zoom spell or a chimaera wing.) Follow the 

path and take the first fork to the right (Fig. 2), up the grassy trail. You will reach a cave 
entrance a little way up. Enter the cave and keep left until you come to a dead end, 
where you will see a chest containing the of the area. Turn back and exit the cavern 
by climbing up the rope in the alcove opposite the entrance (Fig. 3) 


You will now be out in the open again. Follow the path and you will eventually see a fork 
beyond the bridge. Go uphill to the right and you will come to the next fork a little further 
on (Fig. 4). The right fork leads to a grassy path up to the peak, but you should ignore 
this route for now and continue round the side of the mountain until you reach a dead 
end, where you will find a chest containing a for Angelo. (You can now 
sell his scale shield.) Return to the fork in the path and continue upsto the peak. 


KINGDOM Of SCT 


SUMMIT MEETING 


Nothing much seems to be happening on the peak at first, but 
when you look at the shadow of the window frame (Fig. 5), you will 
notice that it is lengthening suspiciously quickly. Wait a moment 
until it reaches the wall and forms the shape of a door. 


ASCANTHA CASTLE 


After you leave the “moon world”, you will find yourself transported 
directly to the ground floor of Pavan's castle (Fig. 6). Go up to 

the throne room. A lengthy sequence now follows, which results 

in the end of official mourning being declared in the kingdom of 
Ascantha. You have accomplished your task and can continue on 
your journey. 
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SOUTHWARD BOUND 


When you leave Ascantha, Yangus talks about your new 
destination: Pickham, an unsavoury-sounding town far to the 
south. For the first time in the game, you must make your way 
without a path to guide you, but all you need to do is head 
southwards. Going slightly east will take you to the beach, 
where the attractions include a treasure chest containing a 

and the infamous monster, Little Nipper (Robster), 
who you can easily defeat. From here, continue southwest to 
the Lakeside Cabin (Fig. 1), where you can save your game and 
spend the night. 


Leave the Lakeside Cabin and continue southwest. After a while, 
you will see the start of the road to Pickham (Fig. 2). En route, 
you notice a building on the left, with a strange-looking man 
standing on the roof. This is Morrie — it is very important that you 
make his acquaintance. After this memorable encounter, proceed 
to Pickham. 


Mister Movie 


There is a stone ramp at the side of the building that leads up to the 02 
roof. Go up and talk to Morrie (Fig. 3). 


Morrie hands you three pieces of paper: Morrie's memo 1, 2 
and 3. Each one contains information on an infamous monster. Thus 
begins the longest side-quest in the game. @RPages 202-207 
You have already seen one of the monsters aroui lla Abbey: 
the Hollow Knight, Lonely Joe. Another, Squiggles, dwells very 

near. Smiles is the furthest away of the three. When you encounter 
Smiles, we will return to Morrie’s task (page 148 onwards). 
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ITEMS 


Cowpat 

28 gold coins 
Boxer shorts 
Mini medal 
Seed of wisdom 
30 gold coins 
Fresh milk 

12 gold coins. 
Rennet powder 


| Bunny til 


Slolelslalals! sin + 


IE 


11 | 1000 gold coins 


12 | Waterweed moul 


43 | Mini medal 
[14 | Chain mai 

15 j Seed of strength 
Tae manimeda 
rl Magic water 


18 | 35 gold co 
19 | Red mould 


| 21 | Amor seco essence 


|_22| Mini medal 


23 | Holy water 
| 24 | Seed of life 
| 25 | Mini medal * 
[ 26 | Power shield * 
27 | Rune staff * 
Mn 
WEAPON SHOP 


lem 


| Poison moth knife 

Hunter’s bow F+7oo 
Steel braadsword | 
lron axe. | 2600 
Holy lance 


Bronze armour 
| Leather cape 

| Dancer's costume 
| iron shield 


| Iron helmet 


Ei ITEM SHOP 


Medicinal herb 8 
Antidotal herb [ 10 
Holy water ni | 2 
| 2 
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YANGUS AND BRAINS 


You will find yourself unable to leave the “delightful” town of Pickham 
until you have performed several tasks, the first of which is attempting 
to find a gentleman called Brains. The only way to reach the entrance 
to his house is by crossing the town rooftops. You can access them in 
the southeastern part of Pickham right beside one of the pubs. Once 
you are on the roof, go west and then north to reach more steps leading 
down (Fig. 1). After all this effort, when you reach your destination you 
will find that Brains isn't home. But don't forget to have a look around 
his house and read the books in the bookcase while you're there. 


Now go and speak to Trode, who is ensconced in the pub to the north 
of town. You may want to throw something else into the alchemy 

pot before you talk to him — you won't have another chance for a 
while, because during your chat with the king, you suddenly hear a 
commotion outside. You look out and, sure enough, the wagon is gone, 
along with the horse so close to Trode's heart. 


The search for Medea is now your top priority. You will find the culprit 
in the dwelling northwest of the casino (Fig. 2), but unfortunately it 
turns out that he has already sold the goods on to Dodgy Dave the 
black market merchant. Dave lives behind a locked door in the east of 
town. To find him, enter the pub next door and talk to the man behind 
the counter (Fig. 3), who will then let you through. When you confront 
Dodgy Dave, he sheepishly explains that he has already sold the horse 
and cart to a thief called Red. The only oe thing about this whole 
sorry saga is that you bag 


When you leave the pub, Yangus explains that Red lives to the 
southwest of Pickham. You are now free to leave the town, and can also 
talk to Dodgy Dave at any time by asking the publican next door. 


The far end of the main west route out of Pickham is always barred by a 
man during the day (Fig. 4). You must fork out 10 gold coins whenever 
you want to pass him! Simply use the other route further east if you 


don't feel like paying. You pay no toll at night, when the reprobate is 
catching vp on some much-needed beauty sleep! 


A man asks you for 5 gold coins outside the pub in the east of town, but 
you won't gain anything by making this charitable donation. 


BRAND NEW ARMOUR 


You will find a in the cupboard at Dodgy Dave's. You 

can now collect all the items apart from those in the treasure chests 
behind bars in the building in the west of town (Fig. 5). Don't forget to 
climb down the well. @pPage 207 


You can spend some serious money at the weapon and armour 
merchants in Pickham. Worthwhile purchases are a leather cape for 
Angelo and a dancer’s costume for Jessica. It may also be prudent to 
shell out for two iron shields and two iron helmets, but it depends on 
how much money you have left, as you may also be tempted to buy a 
hunter's bow for Angelo (if you want to switch to bows), and a powerful 
(but expensive!) iron axe for Yangus. You should resist the urge to buy 
the costly holy lance, as you can concoct one later in the alchemy pot 


Incidentally, equipping the dancer's costume has an interesting side- 
effect: It noticeably changes Jessica's appearance, not just in the 
cutscenes, but also when she is leading the team. 
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CASINO 


The casino is located in the southwest corner of Pickham. 

If you're feeling like taking a break from all that energetic 
adventuring, you can try your luck at bingo or have a punt on the 
one-armed bandits. You play with tokens, which you can buy 
from the bunny girl on the left (Fig. 6). One token costs 20 gold 
coins. You can exchange any tokens that you win for prizes at 
the counter opposite. 


PICKHAM CASINO 
EXCHANGE 


You could theoretically sell 
all of the prizes that you 
win, but they are really too 
valuable for this (unless 
you have an extraordinary 
run of luck at the bingo 
tables and win loads of 
extra goodies!) 


Siver plater 
Agilty ring 


Aunestaf_— 
Platinum headgear 


Magic water restores a 
character's MP and is also 
a useful ingredient for the 
alchemy pot. Silver platters 
are little more than mediocre shields for Jessica in their original 
state, but prove their worth when used in the alchemy pot. 


An agility ring (AGL +15) will make a sluggish character more 
nimble, and the titan belt will increase Strength by 10. The 
rune staff is a decent weapon for Jessica or Angelo and, when 
used as an item, can increase the entire party's defence power, 
mimicking the effect of a Kabuff spell 


The platinum headgear makes an extremely effective helmet for 
the Hero or Angelo, although its price in tokens is exorbitant and 
the headgear doesn't really justify the time it would take you to 
win such a large amount. Of the six prizes available, this is the 
only one that cannot be used in the alchemy pot. 


There is another casino in Baccarat, where the stakes are higher 
and where there are different prizes up for grabs. Unlike Pickham 
casino, you can also try your hand at roulette there. 


Slot machines 


All eight machines in Pickham casino are one-token slot 
machines. To play, simply insert a token and start the game. If 
three matching symbols appear in the middle line (marked with 
a “1”), your initial stake is increased by a multiplier. To win the 
jackpot (1000 tokens) on any machine, you must roll a triple 7. 
Getting two cherry symbols will win you a consolation prize (five 
tokens). The stake mulitipliers for the other symbols are indicated 
at the top of each machine (Fig. 7). 


You can bet up to five tokens per game. The more tokens you 
insert, the greater your chances of winning, as you can strike 
lucky with any one of up to five lines. However, you can only 
stake one token per line, hence the name “one-token slot 
machines”! 


You cannot influence the final positions of the symbols. All 

you can do is insert your tokens and cross your fingers! Keep 
pressing the “up” directional button or pushing the analog stick 
upwards to insert up to five tokens and start the game. If you 
want to bet fewer than five tokens, simply press 6 to start. 


Each of the three barrels is marked with 21 symbols, at least 
one of which is a 7. The fourth machine from the left has six 
7 symbols, so in theory, this machine offers the best odds of 
hitting the jackpot, although your chances of winning are still 
slight, whatever the machine. 


Bingo 

The minimum stake for bingo (Fig. 8) is five tokens and the 
maximum is 100 tokens. The game card consists of 5x5 squares. 
The square in the centre contains a joker, giving you a head 
start. The others contain randomly generated numbers from 

1 to 24. The dealer draws ten numbered balls (the colours are 
irrelevant). If the numbers drawn form a vertical, horizontal or 
diagonal line of five on your card, you “go bingo” and win the 
game. The faster you go bingo, the higher the multiplier for 
your initial stake: 


BINGO 


For example, if you bet 50 tokens and 
go bingo on the eighth ball, you win 


25x50 tokens, i.e. 1250 tokens. The [amal 
outcome of bingo is random — your 5e ball 200 


chances of winning aren't bad, but you En bat 400 
could easily fritter your savings away if ie 
you're not careful It is therefore a good bal) 50 
idea to save your game before you start _{ grpan| _ 25 
playing, so that you can simply reload nl 

|_ge ball 10 
the game if you lose everything. If only Part 
you could do the same in real life. 10" bal 


WLATROUGI 


MY KINGDOM £OR A HORSE 


After leaving Pickham, set off in a southwesterly direction. Along 
the way you will pass very close to two treasure chests. You 
will see Salsa (a.k.a. Pelvic Thruster) lurking around the chest 
contaïning Think carefully before starting a fight 
withthis.powerful monster. 


„You will encounter Squiggles (Fig. 1), the infamous monster from 


Morrie's memo #3, on the beach. It shouldn't take you long to 
© defgätthis little critter as he's a pushover. 


PGA REGN 


Ii RED’S DEN 
48 | Clockwork cuckoo 
| 49 | Treeface 
4) Mini medal Î 50 | Kisser * 


5 | Spiked steel whip *** 


If you check the world map, you can't miss Red's 
Den, which is in an idyllic setting on an island 

surrounded by a moat. Talk to the man at the door 
(Fig. 2) and he'll let you in to see Red. The flame- 


52 | Walking corpse 


6) Seed of agility ==» 54 Ì Night fox | haired brigand gives you a new task: to retrieve 
Garter *** 55 | Paprikan 54 the Venus’ tear from the Swordsman's Labyrinth. 
MEE En Í ee In exchange for this precious stone, you will be 
reunited with Trode's “jewel”, who was snatched in 
Mini medal |_57 | Hood Pickham. Don't forget to search the house before 


you continue northwards. Note that the metal 
door in the cellar is locked, so you will only find a 
and a for now, plus another 
in a barrel in the barn. 


Iron shield 58 | Headhunter 54 


11 | Farmer's scythe * 
ETE 
13 | Gold ring “+ 
14 | Fresh mik 


59 | Minidemon 58 


60 | Gorerilla. 


64 | Witch IE 
70 Ì Hipster Í 
ij 236 | Knalamar kid» | 44 
INFAMOUS MONSTERS 249 | vabby' Ta 

Name 240 | King kep» 86 


| Salsa Merman * 


Squiggles. 


| Hork 


Scorpius 


Hazel 
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THE SWORDSMAN’S LABYRINTH 


There are four treasure chests in the vicinity of Red's Den and 
the Swordsman’s Labyrinth. Two of these can only be opened 
with a magic key, which you do not yet possess. This leaves 
an to the northwest and a to the 
northeast. To reach the scythe, you must cross a small swamp 


(Fig. 3), losing approximately 5 to 10 HP in the process. Itis a 
good idea to briefly go to the Swordsman's Labyrinth (Fig. 4) 
first, so that you can use the Zoom spell to make your return 
journey quicker and easier. 


SWORDSMAN’S LABYVRINTE 


TEMS — 


1 | Cowpat 
Map 


11 gold coins 


| 62 gold coins 


Mini medal 


Red mould 


Seed of magic 


2 

3 

4 

5 | Antidotal herb 
a 

7 

8 

9 


Mini medal 
10 | Kitty shield 
11 | Mini medal 


Healslime 
44 | Mummy boy [73 
62 | Cannivox | 
[es | coodybag 
|_65 | Mummy 
67 | Restess armour 
[68 | Lost soul 


Phantom fencer 65 


LEVELS I AND 2 


You should have attained approximately Level 17 by the time you 
reach this dungeon. You will see the treasure chest containing 
the Venus’ tear directly in front of you, but unfortunately you 
can't just snatch it and run back to Red! Even the map is tricky to 
get hold of. First, run along to the left and down the stairs to the 
second level, then open the first door on the right. In the room 
beyond that, a staircase leads down to Level 3. (You can omit 
this detour if you don't feel that you need the map.) 


LEVEL 3 


There is a pot containing a by the staircase on Level 3 
How could anyone resist pocketing such a “fragrant” treat? You 
must then wade through some poisonous purple water (Fig. 1) 
for a few feet to reach the treasure chest containing the 

Now return to the second level 


LEVEL 2 


Follow the corridor until you reach the intersection. If you want 
to collect lots of items, start by going straight ahead (west). The 
next room you come to has three doors. The middle door cannot 
be opened. The room behind the left door contains several pots. 
Six contain gold coins or items (including a ), 
while the treasure chest contains a . You will see two 
treasure chests behind the door to the right — the chest on the- 
right contains a ‚ but the one on the left is a canniboX: 


Once you have finished looting, return to the intersection and 
turn left (north). Do NOT try to open the door at the far end of the 
corridor (Fig. 2), as you will be knocked backwards through the 
hole in the floor (which you should also take care to avoid when 
walking down the corridor), back down to the room on Level 3 
containing the treasure chest with the map. Instead, continue 
eastwards until you reach the other door. Go through and take 
the staircase down to Level 3, 


WALKTHROUGH 


PET EGEN 


LEVEL 3 


The statue at the end of the corridor is blocking the entrance to 
another passage. Press ® to grip the statue and pull it towards 
you (Fig. 3). Press ® again to let go, then follow the passage 
until you reach the staircase to Level 4. 


LEVEL 4 


If you turn right at the first fork, you will find a pot containing a 

. Retrace your steps back to the fork and then follow 
the other passage until you reach a large room with a statue. Push 
the statue on to the dark square in the floor (Fig. 4) to lower the 
drawbridge. You can then access the last room on this level. 


In this room you'll find a grid made up of 5x5 slabs on the floor, 
with two statues at the edge of the grid, which can be pushed 
along the sides. If you step on to the slab where the line of vision 
of each of the two statues meets (Fig. 5) you will be catapulted up 
to the ceiling. To help you figure out where to stand, press and 
look up — you will see a hole in the ceiling.… 


LEVEL I 


First, read the sign to the right of the staircase (Fig. 6) to restore 
full HP and MP to all characters, then approach the large treasure 
chest and prepare to fight the boss. Give a couple of characters 
some moonwort bulbs as an antidote to Asleep. 


Bosy The boss has an extremely high attack power. Some 


of its attacks can inflict critical hits, which could 
be lethal to weaker characters, so you should ensure that everyone has 
plenty of HP. We recommend allocating roles as follows: the Hero should 
concentrate on healing or attacking, Yangus should build up tension and 
attack, and Angelo should heal and cast support spells (e.g. Kabuff —using 
the rune staff from the casino has the same effect). Jessica should build 
up tension and use the Twin Dragon Lash or, if she is physically weak, a 
powerful fire spell. Ice spells (e.g. Crackle), or explosions (e.g. Bang), have 
little effect, while Sap and Helm Splitter are totally useless. This would be 
a good time to use the Oomph spell if you have already mastered it. Magic 
Barrier is also handy, if Jessica has learned it (Staves, 31 skill points). 


Remember to lake any weapons away from a Confused 

character. If any character succumbs to the status 

of Asleep, Angelo should cast Tingle. However, if 

Angelo himself falls asleep, the Hero must intervene. =e 
He learns this useful spell when his Courage reaches ed 

16 skill points. A moonwort bulb will rouse his 

comrades if he has not ye! mastered Tingle. BOSS IV 


nack 2 ly 50 
|Delence 60 [level Ei 


Once you have defeated the boss using your most 4 
powerful attacks, he will leave the Venus’ tear behind. 3 
You can now exit the dungeon (using Evac) and make 
your way back to Red's Den. EXP 


Gold 660 


142 


pas 


RED’S DEN AND PICKHAM RELOADED 


In exchange for the Venus' tear, Red returns your wagon and all 
its tackle, including the alchemy pot, which you can start using 
again immediately. You should now return to Pickham. You can 
do a spot of business with Dodgy Dave if you like, or flirt with 
Lady Luck in the casino ( see page 138). kr Page 207 


Mixing tips 
If you have won four silver platters in the casino, you can make the 
following mixtures: 


[EJ ster piater + iron shield = wiite shield (or Jessica and Angelo) 
The useful agility ring can be turned into a piece of headgear for the 


Hero, resulting in DEF +23 and AGL +15: 


ä4 agility ring + bandana = mercury's bandana 


West Trodain Church ae 


One thing you must do while you are in Pickham is speak to Brains. 

Make your way across the rooftops again to his house (surely you 

remember how to get there, via the steps in the southeast part of 

town?). Brains advises you to head west from Port Prospect, now 

that the road is no longer blocked by a rockslide. You can use the 

Zoom spell to reach Port Prospect, and proceed westwards from ‘WALTROLGH 
there in the direction of the Kingdom of Trodain. 


You need the following mixture for Dodgy Dave: 
| 2x strong medicine = special medicine 
And if Yangus doesn't already have an iron axe: 
EJ 2etarmers scythe = iron axe 
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INFAMOUS MONSTEBS 


Potbelly 


[3] snapcase 


Smiles 


HJ Moppet 


INN (uilltop zut) en 
Price: 3 gold coins (per person) 


INN (west rcadaain chucch) 
Price: 15 gold coins (per person) 


MONSTERS MONSTEE MONSTERS 


No. Name P HP No. Name 


Candy cat * Healslime 3 ime 


Bodkin archer. Dieablo, Candy cat 


Drackmage Buffalo wing Dracky 


Beetleboy Mumboh-jumboe 


Dancing devil 


Mud mannequin 


Mum Beetleboy 


11 | Rockbomb 68 Gannibox 
73 | Muddy hand 49 Hipster 


|_74 | Terror tabby * 56 Dieablo 


75 | Deviimoth 70 Pink pongo Terror tabby 


|_76 | Buffalo wing 74 Garuda 75 | Devilmoth 


80 | Jum 75 Hawk man 76 | Buffalo wing 


| Boe 77 | Mumboh-umboe * 


83 | Pink pongo 78 | Mum 


gebest 


m and boe 


HILLTOP HUT (INN) 


When you go west from Port Prospect as instructed by Brains, 
you will come across the Hilltop Hut (Fig. 1) at the top of a hill 
(strangely enough!). Speak to the man inside if you want to spend 
the night there — he offers very reasonable rates (3G per person). 
You can also speak to the old nun in the corner to save your game. 


Don't forget to look down the well. Note: A slime crown is an 
ingredient for several important alchemy pot recipes: Youshould never 
sell this item, even if you find a better helmet for Yangus. 
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soostovssssvvsssvnrn 
The reasonable prices and convenient location make 

the Hilltop Hut a good destination for the Zoom spell if 
ever you want to save your game and/or stay the night to recuperate. 


DESOLATE KINGDOM 


After your visit to the hut, return to the foot of the hill and head 
round the other hill to the north. Note that you cannot yet open 
the nearby treasure chest that contains a seed of defence. As 
you continue westwards, a cutscene kicks in. You will see 
from the map that the only way to Castle Trodain in the north is 
through the tunnel at the western end of the mountain range. 


Watch out for rockbombs (Fig. 2): if they only have a few HP left, 
they may sacrifice themselves using Kamikazee, which could 
annihilate your entire party at a stroke! You should therefore 
always try to defeat them with high tension. 


Muddy hands aren't particularly dangerous themselves, but they 
have a habit of summoning their friends into battle as backup, 
which can be bothersome. A risky situation could arise if you 
bump into a gang consisting of mum, boh, jum and boe. These 
monsters merge to form the dangerous mumboh-jumboe 

(Fig. 3), so you should defeat one of the quartet as soon as 
possible. As boh can resurrect fallen comrades, it is a good idea 
to deal with him first. 


NGaOM OF TIEDIN 


The master of the mix 
Following the meeting with Brains, Trode starts fiddling with the 
alchemy pot again. He only needs to spend a few more nights on 
his project before his work is complete. You will then be able to 
mix three ingredients together to form one item. Of course, this 
opens up a host of new possibilities, such as: 


4 2x cypress stick + iron lance = long spear (the Hero) 


The long spear can be mixed with a gold rosary to produce a holy 
lance, although you can also buy one in Pickham. 


Items left behind by the monsters from this region can also be 
2x silver platter + iron cuirass = silver cuirass (Yangus) thrown into the pot: 
2x bronze knife + stone hardhat = bronze helmet 
(the Hero, Angelo) rockbomb shard + wizard’s staff = magma staff 


rock salt + fresh milk + rennet powder = soft cheese 


WEST TRODAIN CHURCH 


At the other end of the tunnel is a lone church to the left (Fig. 4) 
where you can save your game, spend the night (for 15G per 
person) and sell any redundant items to the merchant. However, 
you cannot add the church to your list of Zoom destinations. 


Castle Trodain is to the northeast of the church. If you make a 
slight detour to the nearby treasure chest, you will be rewarded 
with 630 gold coins. Also watch out for two canniboxes lurking 
in the vicinity — one of which is an infamous monster. 


Medicinal herb 
| Antidotal herb Fo 
| Hoy water — 20 
|25 
| 1100 


| Chimaera wing 


Leather cape 
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LIBBARY 


138: 


1 | Map 


IDD 


2 | ane ey 


3 | Templar's sword * 
| 
5 | Mini medal 

6 | Magic beast hide 
7 | 46 gold coins 


Gold bracer 


8 Ì Mini medal 


9 | Garter 


10 | Mins medal 


1 | 29 gold coins 
12 | Rock salt 


13 | Waterweed mould 


emengersen 


14 | 150 gole cons 


15 | Mini medal 


16 | Seed of magic ** 


17 | Yggdrasil dew ** 


18 | Rusty old sword ** 
19 | Mini medal ** 


65 | Cureslime 54 
71 | Rockbomb 68 

71 

8 
86 | Walin' weed NE: 
er | carvda en 80 
88 | internal armour 88 
89 | Dragonthorn 164 
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VALTEROUGE 


MY HOME IS MY CASTLE 


After opening the castle gates, you will witness a flashback. Eventually you will learn that 
your next destination is the castle library. Although this is situated immediately to the left of 
the entrance, you must make a substantial detour to reach it. The route to the library (outlined 
below) will take you past lots of items. First go up the central staircase (Fig. 1), 

take the map from the chest and enter 
the hall on the 2nd floor. 


Your characters should 

have attained at least Level 
18 by the time you reach Trode's castle 
— the higher the better. If you encounter 
& gang of armours and dragonthorns for 
‘example, things could get very tricky. Both 
types of monster have a group attack that 
inflicts more than 35 points of damage on 
each party member. The armours can also summon another monster as backup. Always be sure 
to heal your characters after à battle. Note: As in any dungeon, you can use Evac to flee, but 
unlike most dungeons, you can access the alchemy pot while you are inside. 


KGN Of TROD 


You may also encounter an extremely timid creature in Castle Trodain: a liquid metal slime. 
Defeating this monster will earn you 10050 EXP but it's harder to vanquish than it looks, of 
course! Try your luck with Hatchet Man (Yangus) or Thunder Thrust (the Hero). While we're 
on the subject of luck, you may find that you never actually have the pleasure of encountering 
one of these elusive little monsters during your sojourn in the castle. 


2ND FLOOR 


Leave the hall via the 
door on your left. Go 
through the first door 

on the left in the room 
behind, which leads to a 
storeroom full of items (Fig. 2). The treasure chest on the left holds the magic key, which you 
can use to open several other chests, including the one on the right, containing a Templar’s, 
sword for Angelo. You should also rummage through the sacks and barrels before returhing 
to the great hall. Cross the hall and exit via the door opposite. 


If you are a keen collector of mini medals, make a slight detour to the right, into the east, 
wing. Go through the door on the right. Alternatively, you could just go straight to the. 
staircase leading to the 3rd floor. 
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2ND FLOOR, EAST WING 


In the east wing you will see four treasure chests behind a metal door (Fig. 3), which 
even the magic key cannot unlock. Go down the stairs on the right to the ground floor. 
There are three pots on the mezzanine floor. The middle one contains 46 gold coins. At 
the bottom of the stairs, you will see two barrels in the corner between the doors. The 
one on the left contains a mini medal (the 26th if you have collected them all so far) 
You can now return to the main part of the castle (2nd floor) and take the staircase up 
to the 3rd floor. 


3RD FLOOR 


Make a detour to the Princess's chambers (the third door in the south corridor), where 
you will find a wardrobe with a garter in it. Next, go to the room to the northeast, where 
there is a cupboard containing another mini medal 


The room to the northwest has three barrels. The one on the right contains 29 gold 
coins. Go through the door and on to the balcony, then round the corner to the right. 
Enter the tower and go all the way down to the bottom of the spiral staircase. 


Mixing tip 
A garter is not only a defensive accessory for Jessica, but also an 
element of a mighty weapon for Angelo: 

& garter + hunter's bow = Eros’ bow 


You can buy à hunter’s bow for 17006 in Pickham. 


IST FLOOR 


You are now in the northwest corner of the 1st floor. The 
entrance to the library is in the southwest part of this floor. 


Cross the throne room (Fig. 4) and leave it via the door on the 
other side, on the right. There is now only one more door between 
you and the library. First, however, you can go through the door 


In the first room on the right you'll find a pot containing rock salt. 
The small staircase in this room is blocked, so head next door. 


IST FLOOR, LIBRARY 


Once inside the library (Fig. 5) be sure to unlock the door on the 
left. This will enable you to enter directly from the courtyard, making 
future visits much easier. Trode asks you to look for a particular 
book, which you can find on the bookcase in the southeast corner, 
to the right of the overturned shelves. This will trigger a cutscene 


Movies Mamo Monster 


The first time you leave Castle Trodain, you will meet an infamous monster, Smiles (Fig. 6), by the 
archway. You have already met the other two monsters described in Morrie's memos: Squiggles 
lives to the south of Pickham and Lonely Joe patrols the towpath near Maella Abbey. 


If you want to find out more about Morrie’s side-quest and Monster Arena. 


Erge 202-207 


When you visit Morrie, don't forget that you can now use the magic key to open the chest 


near Morrie's Place, which contains a mini medal. 
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on the right, which will take you to the other side of the room 
containing the rock salt, where the last three items await you. 


in which moonlight shines through the window, casting an eerie 
shadow on the wall. Hmm, looks familiar... When you investigate 
the shadow, you find yourself paying another visit to Ishmahri via 
the Moonshadow window. Before he can help you, you must find a 
special instrument for him. Return to the library and leave the castle. 


5 
Îe C / AN 
\ , 
The magic key from Castle Trodain enables you to open numerous % 
chests that could not be unlocked with the thief's key: 
van 


Kingdom of Trodain 143 Lesser panacea 


Hiltop Hut Seed of defence 


143 
f 


| Red's Den, 139 _ | Goldring, Seed of ski 

Morrie's Place 134 __| Mini medal, Seed of defence 
| Riverside Chapel 129 _ | Mini medal, Agilty ring, Steel broad 
| Maella Abbey Mini medal 


VELA, CAS/PLE zn 


MONSTERS 


ie er Land of the Moles, 


10 | Mischievous mole 5 
63 | Goodybag 

78 | mudey hand 

85 | Mad mole 


90 | Mars rover 


THE TREASURE CHAMBER 


You can glean information about finding the Moonshadow harp from 
Kalderasha in Farebury and Brains in Pickham. You can also Zoom directly 
to Ascantha without seeking their advice. 


Enter the throne room (on the 4th floor: see map on page 131) in the 
daytime and talk to King Pavan (Fig. 1). He will take you to the treasure 
chamber in the cellar, but unfortunately it soon becomes clear that the 
item you are looking for is no longer there. Go through the hole in the wall 
and into the tunnel. There are no items to be found here. Keep to the right 


| 

| 

| initially (heading west) and then run straight ahead until you reach the end 
Ascantha Castle of the cave. The exit to the Land of the Moles is on your right. 
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1 | Map 
2 | Mini medal 


3 | Seed of defence 


4 | Stone hardhat 


10 | Mischievous mole 


7 | rockbomb 
73 | muddy hand 
85 Mad mole 

90 | Mars rover 


o1 | Peeper 


4 


Treasure Chamber 


IE LEVEL 1 


ir PEIE MEONLES, INFAMOUS/MONSTEBS 


Doug 


ITEMS 4 MONSTERS 


1 | Seed of life ** Mischievous mole 


zm) Mole Hole 


2 | Mini medal * Chimaera, 


3 


Fresh milk, Mad mole 


Mars rover 


Hawk man 


BEYOND ASCANTHA 


„The local tourist attraêtions include a cow, two trêasure chests and an infamous 
menster. If Morrie has already promoted’ you to the post of Team Owner, you can 
defeat and recruit.Doug or simply make off with the copper coin. Page 202-207 


Your destination in the Land of the Moles is the entrance to the Mole Hole (Fig. 1). 


LEVEL 3 


LEVEL 1 


Follow the passage and proceed to the large chamber. You will find a chest 
containing the by the west wall. Now head south out of the chamber and follow 
the tunnel to the left. The moles have marked all the tunnel entrances and exits with 
torches, which should help you to find your way (Fig. 1). 
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Hole shouldn't pose too many problems. 


LEVEL 2 


In the first chamber, make for the two to! 
will see two pots against the wall to the 


in the tunnel beyond the chest. 


LEVEL 3 


After your experiences in Castle Trodaín, the Mole 


Beware of any peepers that you might come across, 
as a critical hit from these inconspicuous monsters 


mini medal and the other a seed of defence. Go through to the 
second chamber, where there is a treasure chest containing a 
stone hardhat (Fig. 2). The passage down to the third level is 


can inflict up to 50 points of damage. Peepers are 
expert exponents of Bounce (which reflects spells), 
so avoid using magic when battling them. They are 
also adept at dodging conventional attacks, just to 
make things really difficult for you! 


VALTROUG 


rches on the left. You 
right, one containing a 


Descend the slope on the left to reach the giant mole. 
Have a chat with the smaller moles (Fig. 3) if you wish. 


This is also a good opportunity to heal 
The battle doesn't commence until you 
and tell him that you have heard enoug 
listen to the boss’s “singing” for a whik 


(Bosr The boss is accompanied by a group of soul 


moles. To beat the boss, you must also defeat all 
of his little helpers, but don't spend too long trying to wipe them out, 
as the boss will simply summon new ones. Concentrate on the big 
guy and you can't go far wrong. 


At the start of the battle, the boss tries to induce à state of confusion, 
which will affect not only your entire party, but his own helpers as 
well! Confused soul moles can be very useful, as they may attack their 
leader in their disorientation. If any of your characters are confused, 
simply take away their weapons and wait for the condition to wear off. 
The boss will launch another confusion attack a few turns later. 


A simple strategy should suffice, with the Hero, Yangus and Jessica 
building up tension and attacking while Angelo concentrates on 
increasing the characters’ Defence using Kabuff, and healing. The 
Hero can also help with healing if it's required, which it probably will 
be, as the boss has a penchant for stamping hard on the ground and 
inflicting up to 50 points of damage on all characters. 


MUSIC IN THE AIR 


Defeating the boss in the Mole Hole earns you the coveted 
Moonshadow harp that you promised to take to Ishmahri. Return 
to the library in Castle Trodain. This time you can enter the 
library directly from the courtyard rather than through the castle, 
provided that you unlocked the door from the inside last time 


your characters. 
talk to the boss 

jh (but feel free to 
le). 


WO OFTE NOLS 


265 BOSS V 
RP 1250 [REE 12 4 
MP oee 75 [ee 18 
tem Moorstadaw harp 

6 SOUL MOLE 
CR ECN 77 80 Agility 55 
Me | U [Detence En Level El 
tem 


Il Jessica has mastered Oomph (from Level 19), she should use it to 
increase her attack power: one Twin Dragon Lash at a tension level 
of 50, reinforced with the Oomph spell, could be lethal. However, Sap 
and Helm Splitter will have no effect on the boss. 


(see pages 146+148). You must go there at night, as the 
Moonshadow window doesn't appear during the day. 
(lf necessary, go to an inn and select “rest until 
evening”.) Once Ishmahri receives the harp, he 
will help you to acquire your very own ship. 


151 


THE OCEAN 
THE SHIP. 


Now that you have a shipyötfcan travel allover the“world. Getready for à life om 

the ocean waves! You start northeast from Peregrin Quay and head for the western 
continent. The ship is already pointing in the right direction. You are only a stone's 
throw from the small island where Princess Minnie's Castle is situated (Fig. 1), so drop 
anchor there first. You can use the Zoom spell to teleport back to Peregrin Quay and 
save your game. 


Steering: Guiding the ship couldn't be easier, as it is just the same as moving the Hero: simply 
press the left analog stick/directional buttons in the direction in which you want to move 


Mooring: Just steer the ship towards the shore if you want to land (or press @ on the 
shore). You will be offered the option to disembark, unless you have anchored next to a cliff or 
mountain range. 


Zooming: The ship “follows” you when you use Zoom to teleport to a different 
location. It always moors close to your destination, so just glance at the map to check 
Îts exact position (Fig. 2). You can often see it in the distance when you're walking 
around. When you enter a harbour town, the ship will be berthed at the landing stage. 


SEAS AND ISLANDS 


A sea voyage may be bracing and good for the soul, but it is not without its perils 

(Fig. 3). You should be aware that the monsters in far-flung places become increasingly 
dangerous. Use this double-page overview for an accurate assessment of the dangers 

in store: after all, it would be a big mistake to mess with a group of tentaculars without 
doing a little homework first. 


Needless to say, apart from the smaller islands shown here, the larger land masses and 
the enormous western continent are ripe for exploration. These territories are covered 
elsewhere in the guide when the plot takes you there. You cannot yet access some 
regions, such as the large island in the south, as you are unable to land on the cliffs. 
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98 | Venom wasp 
102 | Battle beetie 
104 | Skeleton soldier 
107 | Mushroom mage 
409 | Jumping jackal 
111 / King slime 
413 | Toxic zombie * 
115 | volpore 
Skullrider 


UNNAMED ISLE IV 


Venom wasp 

402 | Batte beetle 

#4 | Kg sime 
Toxic zombie 


Volpone 


CAPE W 
PICKHAM 


116 { Bomboulder 

121 | magic dumdbel 
132 | Hoodlum 

[as | vaoberwoctee — 


137 | Jab 


Robo-robin, 


| Puppet master 


WALTER 


TEGEN, 


NIE”S CASTLE 


W/ 2) 
ON, 
(“e dq Ji MINIMEDAL ISLAND 


Wmay encounter some extremely powerful monsters in the short distance from the shore 


( stothe castle. If you are confronted.by a group of frogmen, make sure you build up plenty of 
Stenson before you attack, or you will have their dangerous backs to contend with. Talking of 
_ B. baeks, youwill find a chest round the back of the castle, containing a mini medal. 
p) pe 
[fyounötice at this point that your battles are becoming more arduous, you should 
concentrate on advancing your characters to a higher level. This is a particularly good 
idea wh@meonfronting metal slimes (tips on levelling up can be found in the Secrets 
142 chapter). kj Page 201 
s G 3-1 ICEMS (ssir casrre) EM SHOP 
je À lem 
E 3| Mini medal €) Medicinal herb 
5 L 4 | Mini medal * Antidotal herb. 
5 | Seed of strength * Chimaera wing 
6 | Seed of ife * Red mould 
4 7 | Double-edged sword * Waterweed mould 
Peregrin Quay | d 


1} Mini medal * 
2} Fresh milk 
PRINCESS Of MEDALS 
Sinope You will find a mini medal (surprise, surprise!) in a pot in the castle. You can then speak to 
the Princess in the royal chambers on the top floor. When you return downstairs (Fig. 1), 
speak to Minnie again to present her with the mini medals you have collected so far. You 
3 should have 35 in total if you have found them all 
REWARDS You will earn your first reward for 28 medals: a pair of 
d fishnet stockings for Jessica. The list of rewards tells 
É EN 66 | Cureslime 54 28 | rishnet stockings you which rare items of equipment diligent collectors 
ad 0 DAE 5 T can expect to receive as the game progresses. A list 
an f lk 8 3 36 | Posh wasicoat showing the locations of all the mini medals can be 
NR 100 | Tao evi 85 | 45 | staff of divine wrath found in the Secrets chapter. WpPages 207-208 
A0 112 | ron scorpion 64 d 52 | Gold nugget 
OO 119 | Frogman 16 60 | Meteorite bracer GOLD BANK 
! ee | Dn vá 68 | miracie sword F 
7 _ Ee 25 | sacd There is a bank in the castle where you can deposit 
T your gold coins. As you know, you will lose half your 
5 ze 7 83 | Orichaleum _ gold if all your characters perish, but even a disaster 
ed 90 | Metal king helm on that scale won't affect your savings in the bank. 
that scal 't affect in the bank. 


99 | Dangerous bustier You can access your account at any branch of the 
OÎ_ —_____ __$ _Gold Bank, and can use the Zoom spell to reach 
DEE Princess Minnie's castle quickly. 
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Mini medal 


Tough guy tattoo * 


1200 gold coins * 

T'eoo gold coins, 
Seed of defence * 
Mini medal ** 

| seed or agity 
Yggdrasil leaf *+* 


Fresh milk 


Faunus, 


Orcus 
Foul Fowl 


1 
92 
93 
96 
a8 


| Klub kong 


Slime 
| Cockateer 
‘Great sabrecat 
| spitnik 


Venom wasp 


99 | Orc 


1 
116 


49 


oz | 


94 


95 | 


97 


98 


99 
100 
101 


102 
109 


116 


King slime 


Bomboulder 


Treeface 
Cockateer ? 
Metal slime knight 
Puppet player 
Bodkin fletcher 
Venom wasp * 
Orc 

Night emperor 
Treevil 

Batte beetle * 
Jumping jackal 


Bomboulder 


BACCARBAT REGION 


Baccarat 


Chateau Felix 


Ifyou have so far consistently limited yourself 
to carrying out only the essential tasks, you 
should now spend some time leveling up. 
For example, you could scour the world 


EE Seaview Church 


WAUKTROUGH 


only inhabits this area) attacks you the first 
time you sail underneath. It sometimes leaves 
dragon scales behind and can also prove very 
useful in other ways, more of which later. 


for treasure chests which can only be 
opened with the magic key (see page 149). 
A shopping trip to Neos could also prove 
interesting. The Hero should have attained at 
least Level 22 at this point ín the game. 


As the ship sails between the land masses of 
the western continent (Fig. 1), you pass under 
à stone arch. A sea dragon (a species that 


Weege 202 


SEAVIEW CHURCH 


This church (Fig. 2) is the logical stop-off point 
on the way to Baccarat. You can stay here 
overnight free of charge, which makes it an 
important Zoom destination and convenient 
too, as the ship is anchored close by. 


You will find a in a cupboard; think about the reward for 36 medals! There 
are some interesting goodies to find in the area, such as the (one of the 
elements of the extremely powerful timbrel of tension) or The easiest 
way to reach the chests south of the church is to take the ship a-little way along the 
coast. Don't kid yourself that you're rich just because you may now have accumulated 
around 20000G; the price of equipment goes through the roof in the west. 


An infamous monster blocks the bridge on the way to Baccarat during the day. Foul Fowl 
is a more suitable recruit for Morrie's Monster Arena than the first three monsters. 


155 


1 | Seed of defence 


ACCABAT 


mr reek 


Golding’s Mansion, 2nd Floor] 


2 Ì strong medicine | (20-21 
B B 16-17 q % 
3 | Mini medal al __\NM Casino, tst Floor 18 4 
Er Ol Hotel, 2nd Floor 
5 | Mini medal al Zn 19 
6 | Ruby of protection 
7 | Dancer's costume la 
8 | Amorsecoessence GB 15 
9 | Mini medal @ | ú 
40 | Bunny tall la \ 
1 | Garter jol TD 
12 | 72 gold cons @ | mt 
13 | seed of strength om Ed . 
nn, p= re 
El ® Hotel, ârd Floor 
15 | Mini medal | NN 
í 8 
18 | Rennet powder @ | Fl 
17 | Fresh mik € bd E EI El 
LE em Hotel, Basement 
18 | Spangled dress om 
20 | Goldring mi CLOSED TODAY 
21 | Seed of wisdom E 
zie el | The casino in Baccarat is closed, as is 
aider el the building in the northwest of town, 
(Golding’s mansion). There is nothing 
you can do about it at this point, but 
you can find out why they are closed 
by visiting the hotel (Fig. 1), where you 
p will overhear a conversation between the bartender and a casino employee on the 2nd 
Poison needle 1900 floor. Go down to the basement pub and talk to the bartender again to learn more about 
Steel scythe EA Dhoulmagus's current whereabouts. You now know your next destination: the Dark Ruins 
on the island in the northwest corner of the world map. 
Dancer's costume | 1300 
‘ron armour 1800 Before you set sail for the Dark Ruins from Seaview Church, you should take a trip to 
Light shield 2250 Chateau Fei 
Coral hairpin 950 
voebttesssssssre 
Alchemy tips 
Medicinal herb 8 The merchant in Baccarat sells poison needles, which (along with a gold ring) make up the 
Antidotal herb 10 Íngredients for the ring of immunity, which you can exchange at Dodgy Dave's in Pickham for 
a bandit axe. More possible mixes include: 
Holy water 20 
Chimaera wing 25 edged boomerang + steel scythe + wing of bat = razor wing boomerang 
u tbulb 30 light shield + fresh milk + fresh milk = white shield 
ian, gold rosary + tough guy tattoo + holy water = holy talisman 
Amor seco essence 120 


e: 4 gold per perso 


The holy talisman provides greater protection against sudden death spells such as Whack. 
However, it can also be mixed with a Templar's sword to make a holy silver rapier. 
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No. Item 
1 | Sand of serenity 


2 | Baumren's bell 


THE SABRECAT EXPERT 


A trip to Chateau Felix (Fig. 1) is not strictiy necessary, but well 
worth the effort. You must answer Tom's three questions when 
you arrive at the door in order to be allowed to talk to Master Felix. 
The answers should demonstrate that you are a true animal lover: 


1. | would take the kitten into my family. 
2. | would help the tiger to escape. 
3. | would make the great sabrecat my companion. 


Master Felix then sets you a task: there are four large sabrecat 
statues nearby. Their lines of vision intersect at a point where a 
mysterious tree appears at dawn. Find an old pal of Felix's there 
and give him the 


Tom provides an unusual mode of transport to help you reach 
your destination quicker. If you dismount and your “ride” 
disappears, talk to Tom again and he will give you another one, 


FIND FELIN'S FRIEND 


Although your destination is very near the Chateau, you must 
take the long way round. If you need some help to find it, see the 
Secrets chapter. Wait there until daybreak, when a tree will appear 
in the stone circle, along with Felix's “friend”. Ride over and use 
the sand of serenity. Directly after the cutscene you can pick up 


a green shimmering (Fig. 2). Now report back to 
Felix. WPage 209 
You receive as a reward, which you can use to 


summon a big cat to ride at any time: a perfect mode of transport 
for rapidly covering long distances. You may want to use it to 
drop by and see how things are going with the cheese man above 
the waterfall near Farebury... 


Wege 202 


WAUKTROUGI 


BAT REGN 
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You will travel much faster on the back of a great sabrecat. The 
controls are as normal, apart from: 


® = dismount. 


The big cat disappears when you press this button, and also when 
you try to ride into a town or dungeon. Random combat will still 

occur as you ride along but as you are moving faster, there will be 
fewer battles relative to the distance travelled. 


S 


Mini medal 


TRUE TO ITS NAME 


If you have accomplished the task in Chateau Felix, hurry to the ruins by sabrecat. Even a 

trip to the treasure chests is a breeze on your feline mount, but beware, the zombie mail is 
103 | Lump shaman cursed and must be “purified” with saint's ashes before you can use it 
As you approach the ruins (Fig. 1) you will see an old acquaintance disappearing into the 
entrance. Follow him and wander about in darkness until you are dumped unceremoniously 
back outside. Speak to the people near the entrance. They explain that the magic mirror of 
Argonia can cast out the dark aura. Now you know your next destination: Argonia! Before 
you leave, grab the mini medal from the building to the east. 


shield » F Slurpy 


HEN] Hoodwink 


H Bio Al 


Fresh milk 


MONSTERS 


No. Name 


66 | Cureslime Puppet player 


36 | Metal slime 


a7 | godin tetoher 56 | chimaera * 54 100 | Night emperor 100 
401 | rev | 86 | Curesime NE 106 | Tap devil 85 
106 | rap gev 107 | Mushroom mage Ei 117 | Skulrider 109 eos 
107 | Mushroom mage | 81 119 | Frogman | 16 119 | Frogman | 116 
112 | von soorpion 64 121 | magie dumbben * 78 122 | Gargoye 120 
147 | skuurider 109 122 | Gargoyle 120 123 | Magic maronete | 117 
119 | Frogman 116 123 | Magic marionette u7 125 | Lump wizard 108 
124 | Notso macho | 147 124 | Notso macho 147 BON 202 | Anchorman | eo 
125 | Lump wizard 125 | Lump wizard 1os DD] za | squid kid» 74 
127 | Bulldozer 131 245 | Crayzee ar 
BONES 128 | Grou 1e B) 247 | Merman Tor 
129 | Shade EN 249 | Octavian sentry ue 

gep 130 | tenelarmourt | 145 Seasaur [ 
112 | ron scorpion Rae: 180 1 Onttebeach 
113 | Toxic zombie >) MEL MONSTEBS 
116 | Bomboulder 5) 133 | Hocus Ghimaêra hi: 
147 | skulrider zr EEL 
18 | Hades condor Een 101 | Troevi Deen) 

Fo 2 o 109 | Jumping jackal 

Fe; Iron scorpion * 

5) Frogman 

Magic marionetie EE 
Berserker 
conc GEN 


7. 


Royal Hunting Ground 


5 
£ 


Pile ee hikt 


PEDDLER’S TENT 


In the daytime, you can buy items from the young man in front 

of the tent between Baccarat and Argonia Castle (Fig. 1). Don't 
imagine for a moment that you are “safe” by the tent, as monsters 
can still attack you there. 


ITEM SHOP 


lem Price Equip On 


Medicinal herb 


Moonwort bulb 
Holy water 
Dream blade 


Turtle shell 


The cloak of evasion (3000G) and boxer shorts are elements of the 
robe of serenity, which is much sought after by Dodgy Dave, the black 
market merchant in Pickham. You get a free cloak in Argonia. 


The prayer ring from the nearby treasure chest is of great practical The staff of resurrection is not only the second strongest staff, but 
value. You can use it to regenerate MP. but it can easily break, can also be used in combat to resurrect a character. It may be worth 
therefore it should be mixed as follows: “sacrificing” a precious seed of life for this; you can obtain one near 
‘Savella Cathedral, for example. 
prayer ring + seed of life = recovery ring 


recovery ring + gold bracer = life bracer You can also mix an Yggdrasil leaf as follows: 

life bracer + rune staff + Yggdrasil leaf = 

staff of resurrection | Yggdrasil leaf + magic water = Yggdrasil dew 
ITEMS en, # 


1 | Plain cheese @ 19 | Mini medal la} 
2 | magic water zo | Rock sat | 
3 | Strong medicine @_ zi | Remet powder € 
p. 4) 38 gold coins. Ka za | so gold coins ; 
_5 | mii meda ol zo|Mnmea MN} 
6 | wayrarers clothes 24 | seed of strength Í 
7 | Feathered cap | 26 | 30 gal cons hai 
8 |vonae [ze [ms medat 
9 | 80 goldcons — zo | Erin eir 
10 | Rennet powder | z8 | coakotevasen= | 
11 | Mini medal kl 2 | Magic mirror Í 
12 | cootcheese ao | magiarhate= | BB) WEAPON & 
43 | Turban | 31 | Batte fork ** ip, 2EMOUR SHOP 


14 | strong anidote | z2 | mini medal 

15 | Haiband Mm 38 | Devil's tal ** Battle-ne 4300 

16 | eatrer cape al 34 | Moon we Partsan. aso # 
17 | seed of magic @ | 35 | stallingen — Sivermai | 4300 


48 | mini medal" 36 | Minimedal - [magic vestment | 400 
Light shield 2250 


Sivertara | 1450 
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4th Floor, West Wing 


Price 20 gold coins (per person) 


[EEM SHOP 


lem Price 


Medicinal herb 


wurgt 


‘Antidotal herb 
Holy water 
Chimaera wing 


Moonwort bulb 


WEAPON SHOP 


(lem 
Chain whip 2200 
Razor wing boomerang | 3800 


Zombiesbane 6300 


War hammer | 6700 


Falcon knife 7700 


MOUR SHOP à 


Â The bazaar in Argonia only 2 
opens after you return from the royal hunting ground. You should avoid KINGDOM OF ARGON 
any costly purchases until the full range of merchandise is available. 


(tem price AN AUDIENCE 
Bunny tai STR WITH THE KING 
emg 
SNr Aue You can only enter the castle once you 
Gold ring | a | K have learned about the magic mirror at 
‘Tough guy tattoo | 3) the Dark Ruins, and then only during 
the day, as the entrances are barred to 
you at night. Go up to the throne room 
Ruby of protection (take the staircase in the entrance hall 
then go right) and speak to the King 
He requests a favour in return for the 
magic mirror. You must accompany 
Item Price Prince Charmles to the royal hunting 
ground. In fact, all you really have to 
do is to make sure the Prince turns up! 


Scholar's specs 


Rennet powder 
Fresh milk 


Red mould Leave the room and go up the stairs in 
Waterweed mould. the entrance hall, next to the painting 
of the Prince (Fig. 1). Your destination 
is the tower room on the 4th floor, 
FGGDBAS | west wing (Fig. 2). You will also see a treasure chest in the room, containing a 

There is a small hole in the wall behind two empty pots. Examine it closely 
to start Munchie's second adventure. 


lem 


Yggdrasil leaf 0006 
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Munchie's mission is to chase a lizard through the hole in the 
floor. If he touches the lizard, the reptile will run in the opposite 
direction, so Munchie must bump into the lizard to make it fall 
through the hole and land on the Prince, who is sitting underneath. 
Munchie can then run back to the mouse hole and you can head 
back to the throne room. 


A ROYAL ESCORT 


You leave town by order of the King and make your 
way to the royal hunting ground. Prince Charmles 
gives you a small bottle of which you 
will need there. 


The prince won't turn up again until you reach 
the hunting ground (Fig. 3). You arrive there via the 
appropriate route (see map on page 159). 

Note: The northern checkpoint is currently blocked. 


THE HUNTER'S GREETING 


4 | Dragon scale * 


2 | Mini medal You can stay overnight free of charge if you talk to the old lady in the small house at the entrance. 


There is also a pot inside containing and a barrel with a . At the 

entrance to the hunting ground, you must use the lizard humour, which the Prince gave you as 

MONSTERS you left Argonia, otherwise you will be denied access. (Recommended level: 24+.) 

No. Name Prince Charmles runs behind you in the royal hunting ground and also joins in the combat, after 
Hocus chimaera. a fashion, but you can safely ignore him. The task here is to defeat three Argon lizards. The first 

one is in the entrance area. You must approach it without being seen, otherwise it will run away. 

Stalk your prey thus: 


135 | Killer moth 
145 | Jackal ripper 
150 | Hacksaurus 


153 | Orc king 


1. From behind, so that the monster doesn't see you (Fig. 1). 
2. Slowly: don't run, use the directional buttons rather than the analog stick. 
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Agon gard 


The Argon lizard can induce the Envenomated status change, 

ee voted ete ene each eee 
hasn't learned Squelch, then the Hero will be busy healing most of the 
time. Therefore, il would be a good idea to share out a few antidotal 
herbs before battle commences. Remember that this status change 
persists after combat. 


The lizard can also emit a battle cry which knocks the entire party off 
its feet. Despite this impressive move, the reptile's conventional attacks 


There is no map of the area, but it shouldn't be too difficult to find your way around. 
Make sure you don't miss the dragon scale (go right at the start) and the mini medal 


(second path to the right in a sack hanging on the tree trunk). 


The second Argon lizard is sleeping on an island to the northwest. Approach it over the 
small tributary and a short cutscene will start. You must use a salamango to lure your 
quarry towards you. Take one from the nearby patch, carry it to the stepping stones in 
front of the lizard (Fig. 2) and throw it. The lizard will then hop 


across the water, and the battle begins. 


west of the bridge. 


Bass Wnile the Hero heals, Yangus should reduce 


the boss’s Defence several times using the 
Helm Splitter. He should then build up his tension. Angelo should 
repeatedly increase the party's Defence using Kabuff, and heal when 
necessary. Have Jessica increase her tension fo 50 or even 100. If 
you have used psyche up enough times in the past, she should have 
been capable of attaining a state of super high tension for some 
time now. Next, increase her attack power with Oomph and finally 
strike using Twin Dragon Lash. Attacking with tension at 50 doesn't 
quite do the trick, but by the next turn at the very latest, Jessica (or 
Yangus) will finish the job. You can now pocket the great big Argon 
heart and Zoom to the castle. 


ARGONIA 


THE STREET MERCHANT 


When you return from the royal hunting ground, run up the steps on the right. 
Ahead, you see Prince Charmles and a shifty merchant (Fig. 1). Talk to Charmes. 


The merchant has some vastly overpriced items on offer and prayer rings for 
9000G. He will disappear once you have accomplished your task in the Dark 
Ruins. The rest of the bazaar later relocates to the temple in the northwest 


part of town. 
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You will find the third Argon lizard in the northeast. He will 
jump into a cave (Fig. 3) when you cross the bridge. Take a 
salamango (growing further north) and throw it in front of the 
cave. The party will automatically rest for the night once you 
have defeated the third lizard. The boss then appears to the 


Argon lizard 


are average and it is vulnerable to Sap, so a few powerful attacks 
should be enough to defeat it. You'Il get an Argon heart each time you 
defeat one of these lizards. 


s BOSS VI Dragon 


ENGOOM Of GON 


THE MAGIC MIRROR 


Enter the throne room and observe the scene between the King and the Prince. Then talk 

to the King about it. He is looking out of the window at the back of the room. He grants you 
permission to take the magic mirror from the royal vautt, located in the tower room in the east 
wing of the 4th floor (Fig. 2). The shortest route is to run left past the King into the adjoining 
room and take the stairs up from there. 


Take the along with the items from the four treasure chests. The scholar outside 
the room notices that the mirror has lost its power. The man who can help with this problem 
lives deep in the forest to the west, so your next destination is the Seer’s Retreat. 


Hyla Leaf Hap mn 


Allittle girl is running the Yggdrasil leaf shop (Fig. 3) in the tent. She will sell you one for 10006, 
but only if you don't already have one in your inventory. 


Yggdrasil leaves, Yggdrasil dew and the resulting elfin elixir when they are mixed together, are 
extremely useful. You should therefore use the following crafty trick to get an extra leaf: start a 
mix. If the leaf is in the alchemy pot, you can buy another one and then stop the mix. 


are, among others, a razor wing boomerang (if you 
haven't yet mixed one), heavy armour, magic shields, a magical hat 
and scholar's specs. 


From now on, there are endless possibilities for making significant 
improvements to your equipment. Which version is the best and 
which one you can afford depends on the way you have decided to 
play the game. It is à good idea to look at the Items chapter in detail, 
particularly at all the possible mixes. Below are a few mixing tips: 


heavy armour + bandit axe + bandit's grass skirt = bandit mail 


hattle-axe + thief's key = bandit axe. 


Note: Now that you have the magic key, the thief's key is no longer required. If you 
received a gold nugget in return for 52 mini medals, you should avoid the temptation to use 
it immediately to make a golden axe, and save it for more important things instead. 


SEER’S RETBEAT 


With the magic mirror in your bag, you can make your way to the Seer's Retreat 
(Fig. 5), which is in the forest to the southwest of the peddler's tent (see map on page 
159). If you go to the right of the tent, you will see a path a few feet away, which leads 


straight there. A treasure chest containing lies to the south of the 

cottage. You can only reach the other nearby chest, containing a ‚from a 

southerly direction. 

Although you find a in a pot on the ground floor of the cottage and a E =/ 3 
in a cupboard upstairs, the old man is nowhere to be seen. His “friends” The mystical spring is now added to your list 


are less than helpful! To meet the Seer, follow the path a little further to the mystical ‘of Zoom destinations. This is an extremely 
spring. After an illuminating cutscene, the Seer returns to his house. Talk to your useful location, as each time you examine the 
mpanions, who are standing by the water, and examine the spring closely. Return to water, all HP and MP ís restored. It is worth 

je Seer's abode, where he will tell you how you can recharge the mirror: with a sea returning regularly to the spring, if only for the 
ragon's spell. en henna ad 
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THE SUN MIRROR 


The only place you will find a sea dragon is in Ocean B (see map on 
page 152). You can get there quickly by ship from Seaview Church 


Place the magic mirror in any character’s inventory. Sail underneath 
the stone arch until a sea dragon attacks you (Fig. 6) = 
and then use the magic mirror in the ensuing battle. Your enemy's Er MTROGH 
blinding Gigaflash attack turns the magic mirror into the 5 
which you can use to shed some light on the Dark Ruins. 


K RUINS 


FTEMS 
gasement 


1 | Map 


Mini medal 


Dragon scale * 


Mimic (Monster) 


Saint's ashes 


Db, E 
€ E En > 5) 
Basement KINGDOM OF AOM 
Level 1 
NOTEN SE 


Level 1 


MONSTERS 


No. Name 


44 | Mummy boy 
65 | Mummy 66 
420 | Mimic 144 


Bone baron 


Soulspawn. 


Fallen priest 


148 | Blood mummy [138 Troll 


149 | Phantom swordsman 


OPEN SESAME! 


Go to the stone monument facing the entrance to the Dark Ruins (Fig. 1). Use the sun 
mirror to drive away the dark enchantment. 


Leoel up saas 


Theoretically (and with good equipment) you could tackle the Dark Ruins at Level 26, 

but you will be making life unnecessarily hard for yourself, not least when you coníront 
the boss. It is better to take some time to level up, as your chances of victory improve 
significantly at Level 28 or 29. 


There are metal slimes around the royal hunting ground, so you could grapple with those 
for a while, or you could visit remote areas such as the Holy Isle of Neos (see map on 
page 192) or Savella Cathedral and surrounding area (see map on page 180), to collect 
items and seek out the local merchants. You should also try out your Call Team skill 
in the field if you have already managed to achieve Rank E in Morrie's Monster Arena 
(see page 202). Finally, you should ensure that your party members have a 
supply of Yggdrasil leaves, Yggdrasil dew and elfin elixir in their bags. 


LEVELS 1-2 


When you arrive in the entrance hall (Level 1) go through the door on the right and keep 
going until you reach the stairs leading to Level 2. Go up and onto the balcony. You'll 
see a lever on another balcony on the left, which you cannot reach from your current 
position (Fig. 2). Turn right, and just around the corner you will see a treasure chest 
containing a map. Take the staircase back down, cross the entrance hall, and go up 

the stairs on the other side. The lever in the centre raises the stairs in the middle of the 
entrance hall to enable you to access the back of the hall. Go through the rear door and 
take the stairs down. 


BASEMENT LEVEL 1 


A lever puzzle awaits you in the next hall. Random combat is much less frequent here 
than elsewhere. 


1. Go left, up the first flight of stairs, and pull the lever to lower a stone slab on your 
right. 


2. Go through the gap which has now appeared and walk all the way round the back 
of the stairs to the right, and you'll eventually reach the next lever (Fig. 3). Pull it to 
make a stone slab rise up beside you. 


3. Climb the stairs that you have just run round and walk across the stone slab. Take 
the stairs down to the other side of the moat and follow the path round until you 
come to a lever in the centre of the hall (Fig. 4) 
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4. Pull the lever to raise yet another stone slab directly in front 
of you. As you can see from the map, you can now reach the 
chests containing a mini medal and a dragon scale via the 
steps to the southwest. After the detour, return to the lever 
and lower the slab again. If you think you can manage without 
the items, skip point 4, but this is not recommended. 


5. Proceed across the small bridge to the second flight of stairs 


BASEMENT LEVEL 2 


The next hall is dominated by a huge staircase. You will easily 
spot the correct route on the map. The exit is in the southeast 
corner (top right on the game map, which is not oriented to the 
north). Go left from the start. Two levels down, there are two 


Mixing tip 


Saint's ashes can be used in several different alchemy pot recipes. For example: 


In the case of dragon scales, demand generally 
exceeds supply: 


snakeskin whip + 2x dragon scale = 
dragontail whip 


steel shield + 2x dragon scale = 
dragon shield 


BASEMENT LEVEL 3 


You must rotate the two large statues in such a way that the 
beams from their eyes hit the wings of the bird depicted in the 
mural. 


There are two switches on the base of each statue which rotate 
them left and right respectively. Stand on one of the switches 
(Fig. 5) until the beam hits a wing, then step off the switch. Go 
to the second statue and aim for the other wing to reveal a flight 
of stairs. 


BASEMENT LEVEL 4 


There is a spring in the cave to the right (Fig. 6). All the 
characters’ HP and MP will be fully restored if you stand in the 
water. The boss is lurking behind the next door… 


[ÉJ partisan + saint's ashes = sandstorm spear (for Dodgy Dave in Pickham) 


van 


and pull the lever. A stone slab will appear below. 

6. Retrace your steps and go up the flight of stairs that you just 
passed. This will take you to the lever in the northwest corner, 
which you should pull to open the exit. 


7. Return to the previous lever (point 5). Pull it to open up a path 


to the exit. el 
possible routes to take. The staircase on the right leads to a 
chest, which turns out to be a mimic. The staircase on the left 
takes you past a treasure chest containing some saint's ashes, 
and eventually leads to the exit. 
NORTENEST SIE 
a 
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Bir life. 


The light against this boss is possibly the toughest you've faced in the 
game so far, so it might be a good idea to leave the dungeon using 
Evac and Zoom to a save point. Any changes in the Dark Ruins will 
remain the same, so you won't have to redo all the puzzles, you'Il be 
glad to hear! You will only have to face approximately five random 
battles en route. Even better, if you manage to defeat Boss VII but get 
killed by Boss VIII and resurrected at your last save point, you will 
only have to fight the second incarnation of the boss when you make 
your way back through the dungeon. 


The boss creates two doppelgangers in the first 

turn — clone A and B — who have significantly 

lower HP than he does. The boss and his 
henchmen can perform up to four actions per turn (although he 
usually wastes several moves with demented cackling). The damage 
values indicated below depend on your level and equipment. The 
default values assume that the Hero is on Level 29 with good 
equipment (Fig. 7). 


Wind Sickle: 40-50 HP (one character) 

Energy Whip: 30-40 HP (all characters) 

Stones’ Throw: 2x 50-80 HP 

Thin Air: 40-50 HP (all characters) 

Single attack: up to 70 HP 

Sends one character to sleep 

Muitiheal: 80-90 HP (all enemies) 

Ice Wave: cancels out all positive status effects. 


lee Wave not only cancels out any increases in Altack, Defence and 
Agility generated by casting Oomph, Kabuff and Acceleratie, it also 

reduces accumulated tension to zero. This is problematic to say the 
least, as increased Altack and Defence levels are vital components 
of your strategy in this confrontation. 


The boss is resistant to Dazzle, Fizzle, Sap and Helm Splitter. Attack 
spells such as Frizz, Sizz, Bang, Woosh and Zap work well, but the 
effect of Crackle is somewhat reduced. 


The doppelgangers are not as dangerous as their master, but it is 
still advisable to eliminate them first with concentrated attacks, so 
that you can then focus all your attention on the boss. If you have a 
Monster Team, you can call them ín to help you. You can find details 
on Monster Teams on page 203. 


The recommended role distribution for this titanic struggle is as 
tollows: 


At the start, the Hero should build up tension a couple of times 
before attacking. He should then concentrate on healing. If Angelo 
has learned Multiheal, the Hero can concentrate more on attacking. 


Yangus's lask is to attack repeatedly with increased tension of 20 or 
higher (Fig. 8). 


Angelo should increase Defence using Kabult, and heal. Another 
character can also cast Kabuff with a rune staff. 


Have Jessica increase the might of the attacker(s) with Oomph, and 
psyche up her own tension before striking with either Twin Dragon 
Lash or Boom, whichever is more effective. 


In view of the strength of the boss’s attacks, be sure to heal any 
characters as soon as their HP drops below 100. It will be useful it 
your characters are agile enough to get their attacks in before the 
boss. Agility rings from the casino in Pickham come in very handy 
here, along with items created from them (e.g. Mercury's bandana 
and Mercury's rapier). Failing that, Jessica can also help by casting 
Acceleratle, at least until the next Ice Wave. 


Note: If the Hero is at Level 29, it's highly likely that if you fight wisely 
you can win the forthcoming boss battles. If Angelo has already 
reached Level 30 and mastered Multiheal, you have an even better 
chance of success, but it still might be a good idea to deposit your 
gold in a bank just in case. 


As a further precaution, you should consider equipping your party members 
with Yggdrasil leaves and phíals of Yggdrasil dew and elfin elixir. 


BOSS VIE 


Basically, you should enter combat with sufficient strength that you 
don't have to resort to using Zing to resurrect any party members. 
The second battle will commence as soon as you have defeated the 
first boss and his clones. The characters carry over their HP and MP 
totals from the first battle, so it is a good idea to keep a rough count 
of the boss’s HP and repeatedly heal your characters towards the 
end of the fight to prepare them for the “final push”. 
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The boss ín the second battle cannot heal himself BOSS VIII 
and is also vulnerable to Sap, although his - 
resistance to Crackle is very high. Only attack rt EE 

‘spells similar to Bang and Zap work at full strength. In principle, you _ EE lk 
should again strengthen your own Defence and Attack and carefully 
choose your moment to strike. You can expect to face two of the 


following attacks every turn: 


Ice Wave VLKTEROUG 
Kacrackle: 45-50 HP 
Kasizzle: 45-50 HP 

Blazing Fire: 50-55 HP 
Feather attacks: 70-80 HP 
Single attack: 60-65 HP (one character) ® 
Attack combo: 4-5 x 20-30 HP (one character) } 
War Cry. 


them powerless and usually forcing them to miss a turn, There is no 
protection against this attack. The boss’'s attacks always inflict heavy 
damage and are mostly aimed at the entire party. You must therefore 
pay particular attention to healing. Yangus may often be left to attack 
alone (unless Angelo has mastered Multiheal or a character is using 
Cheiron’s bow). Jessica can alleviate some attacks using Magic 
Barrier and Insulatle, but the boss’s Ice Wave will remove these 
protective effects. 


À: 
War Cry knocks affected characters to the ground (Fig. 9), rendering Ï ï 


Jessicasis knockedsoff her feet! 


The boss will cast Ice Wave much more frequently in this battle than 
in the first, so you can't rely on Kabuff, and increasing tension is a 
non-starter. You have only a few effective attacks at your disposal, 
so it helps if you increase Strength using Oomph. Another effective 
tactic is to deploy some powerful Monster Teams (e.g. Talos, 
Dumbking and Goldman). Use Helm Splitter beforehand to reduce the 
boss’s Defence. 


‘Relying on Zing is a risky business, not only because of the 50% 
success rate, but also because resurrection only restores 50% of the 
team member’s HP. If you have to revive a character, use Yggdrasil 
leaves wherever possible. It is also a good idea to have a couple of 
phials of Yggdrasil dew handy for emergencies. You may also need 
an elfin elixir to restore MP. The party returns to Argonia when the 


second boss is defeated. NORTHWEST SLE 


THE THREE COMPANIONS 


After your victory at the Dark Ruins, you will eventually find 
yourself at the inn in Argonia. Unfortunately, you realise that 
someone is missing. All of their personal belongings are in the 
bag, so it would appear that something strange has happened 
and you must set off in pursuit. The northern checkpoint (Fig. 1) 
on the way to Arcadia is no longer blocked, so make tracks in that 
direction. 


You must now manage without the help of the missing character 
in combat, but owing to the other party members’ high levels 
(hopefully around 30), this shouldn't cause too many problems. 
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WEAPON SHOP 

RC ADI A tem 

Sword breaker 

Swalowtal 

Bastard sword 
Hel scythe 


ITEMS GJAEMOUR SHOP ITEM SHOP 


lem Equip 0 hem 


1| Wizard's staff Cloak of evasion Medicinal herb 


2| Mini medal Magic armour Antidotal herb 


3| Lesser panacea Magic bikini Holy water 


Faal 
4 | Magic water Magic shield Chimaera wing 


5 | Stone sword Magical hat Moonwort bulb 


6 | Leather dress Iron mask Rockbomb shard 


7| Seed of life 
WETET INN 
sl Mini medal 


Price: 20 gold coins (per person) 
9 | 230 gold coins 


10 | Dragon scale 


41 | Giant mallet * 
Strength ring 


13 | 27 gold coins 


14 Fresh mik 


Rennet powder 


Gold bracer 


17 | Dragon dung 
ID 
|_18 | 350 gold coins 

19 | Magic water 


rz, 5 
| 20 | Amor seco essence 


21 | Cowpat 


Mini medal 


23 | Bunny tail om 


24 | Rennet powder el 


25 | Poison moth knife 


26 | Rock salt 


27 | Mystilying mixture 
28 | 26 gold coins 
29 | Seed of strength 


0 | Mini medal 
31 | Rock salt 


[32 | mini medal 


| 38 | Cloak of evasion 
| El Mini medal 
| 35 | The Big Book of Barriers 
Í El Mini medal ** 
37 | Magi vestment ** 


38 650 gold coins ** 


39 | Seed of magic *** 


40 | Titan bet ==> 


41 | Mini medal *** 


Thiers key „tzehagrt he Sr mare Meg 


MASTER DOMINICO 


On your first visit to the town of Arcadia, the only route you can you that his father is staying in a tower northeast of Arcadia and 
take leads directly to Dominico's house. You meet the master gives you the , the key to the tower. 
on the upper floor, attending to an uninvited guest. You can talk 
to Dominico after the cutscene. He grants you the “privilege” of On your tour around town you will find various items, including 
carrying out a little task for him. What an honour for you six (two others will be accessible a short while 
later.) Diligent collectors should now have enough medals to NALKTHRGE 
The Kranbartle family owns two magic jewels known as the Kran exchange for the next reward from Princess Minnie: a meteorite 
Spinels, which Dominico needs to get his hands on. Speak to the bracer, which increases Agility by 50 points! 
young man in the house to the left of the pub (Fig. 1). He tells 


Mixing tip 
You will find a ing in a dwelling to the south of the 
Kranbartles’ house. This is an ingredient ín several useful recipes: 


strength ring + magic shield + cured cheese = power shield 
strength ring + titan belt = mighty armlet 
2x mighty armlet + bandit mail = gigant armour 


A power shield is a mighty shield which restores HP when used. The 
gigant armour is the most powerful armour available for Yangus. You 
will find a titan belt in the north of town. 


at Mant mn 


The salesman ín the shop next to the item shop (Fig. 2) is only there 
at night. He will sell you a seed of skill for 2000 gold coins, but alas, 
it's a one-time deal! 


ARCADE 


EN OARCADraA REGION 


No. Name 


INN 
Een 15 eli coins ef person) 


12 


Drackyma * 
Hocus chimaera? 
Robo-robin 1 | Titan belt» 


Puppet master 2 | Silvertiara ** 
Jackal ripper * 3 | Elin er * || 


1) 


| von rhino | 4 [ assassim’ s dagger * 
Hacksaurus *? 5 | Fresh milk 
| Bone baron > Thifskey_*” Magi Key 
| swing hipster | INFAMOUS MONSTERS 
Saggitari 
CA] Curer "2 
Slime Shady 
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Up TO THE TOWER 


Your next destination is Rydon’s Tower, in the northeast of Arcadia. A raging snowstorm 
prevents you from passing through the tunnel that leads to Blizzard Peaks, should you 
try to go that way. 


The local monsters include powerful golems (Fig. 1), who generally raam alone, and 
can usually be defeated using critical hits with increased tension. As a general rule, it is 
best to fight monsters from the material family with increased tension. Iron rhinos also 
have a high level of Defence, but are very sensitive to Zap. 


If you have already reached Rank F in the Monster Arena, you will meet Curer here, an essential monster to 
acquire Rank B, owing to his Fullheal spell. This little cutie has two possible habitats: the forest behind the 
treasure chest containing the titan belt and the grassy area behind the Chapel of Autumn. 


CHAPEL Of AUTUMN 


You can save your game or spend the night in this church (for 15G a head), but it won't 
be added to your list of Zoom destinations. 


BIDONS TOWER 


No._lem 
1 | Map 
2| Recovery ring 
|_ 2} cheron's bow 


MONSTERS 
No. Name 

[131 | King cureslime 
189 | Hocus chimaera 


136 | Jabberwockee 


RE 


lron ino 
3 | ore king 
Soulspawn 
(155 | Gryphon 
Jaso | colem =E 


159 | Living statue 


LEVEL 10 


MASTER Of THE 
PINNACLE 


Use the stone sword that you received 
from the young Kranbartie in Arcadia to 
open the door to Rydon's Tower. Examine 
the door twice to use the “key”. The Hero 
should be at around Level 30 before you 
venture inside. There is a treasure chest 
containing the in the ante-room. 


wauwmougs 


Note: North is actually situated bottom left 
on the map, at about “half past eight”. 


The powerful jabberwockee's first attack 
ís always a critical hit, so use the Defend 
command as a safety precaution. He can 
also perform Kasizzle. You should use Helm 
Splitter, build up tension and raise your 
Defence using Kabuff. These actions are 
also effective when battling other powerful 
monsters such as golems and living statues. 
Spells such as Dazzle are ineffectual and 
Whack is normally useless. 

À 


achD AEGON 


LEVELS 1-3 


You enter the tower at Level 2. Your 
objective is to reach the top (Level 11). 
Go straight to the “bridge”, which turns 
out to be a giant see-saw. When you step 
on it, you will be lowered down to Level 

1 (L1). Cross the see-saw to the other 
side of L1 and go up the ramp on the right 
back up to to L2. From there, go to statue 
A and push it onto the square slab at the 
end of the see-saw (Fig. 

1). When the see-saw 

lowers, go back 

down the ramp to 

Li and run up 

the see-saw 

to reach L3. 


LEVELS 4-6 


On L3, take the staircase up to L4 and continue straight up to L5. Step onto the see- 
saw to be lowered down to L4, then run across the see-saw. You will find yourself in 
the northeast section of L4 (bottom left on the map). Go up the ramp to L5 and push 
statue B onto the see-saw. Go back down again and run up the see-saw to reach L6. 


From here, take the stairs down to L5 and continue via the ramp to L4, where you will 
see statue C. Push the statue onto the slab at the bottom of the ramp (Fig. 2) and it will 
move up the slope. Follow the statue up to L5 and push it onto the red see-saw. Then 
descend to L4 and run up the red see-saw. You are now on L6 (lower half of the map), 
Where you'll find a ladder that you can climb up to reach L7. 


LEVELS 7-1I 


A man will talk to you on L7. After this, look at the map and you will see four flights of 
stairs leading up. If you want to get to the treasure chest on L9, take the stairs to the 
east (top left on the map). Go up to L8 and push statue D onto the see-saw. Run up the 
see-saw to L9 where you will find a chest containing a recovery ring. You can use this 
to mix another HP-enhancing life bracer. 


Go back down to L7 and up the ramp straight ahead of you. You are now on L8 (bottom left 
on the map). Here, a red see-saw is perfectly balanced by statues placed on slabs at either 
end (Fig. 4). From your side, pull statue E off the see-saw and go back down to L7. Now go 
right (westwards), to the end of the red see-saw that is resting on the ground (Fig. 5). Go up 
to L9 and take the staircase up to L10. You are only one more ladder away from Level 11, 

where there is a chest containing Cheiron’s bow, and where Rydon is waiting to talk to you. 


Rydon tells you that the Kran Spinels were set in a statue a very long time ago. He 
doesn't know the location of the statue, he only knows the name of the woman who 
carved it: Alexandra. 


THE TWO TOWERS 


The statue you are looking for is in a tower named after its architect: the Tower 
of Alexandra not far from Alexandria. The statue is on the top floor (see map on 
page 113). You should know your way around this particular dungeon by now. If 
you unlocked the door on the second floor during your first visit, it's time to take 
advantage of this excellent shortcut. 


Examine the statue and walk away. A cutscene will kick in, at the end of which the 
precious jewels will fall from the statue onto the floor. Take the Kran Spinels and return 
to Arcadia. 


Trcadlidinssn 


A DELIVERY FOR DOMINICO 


lt's a good idea to save your game before you go to Dominico's house. Watch the 
scene at the kennel and then go upstairs and give Dominico the Kran Spinels. The 
magician asks you to fetch him a book and opens a secret door (Fig. 1). Go through 
and search the bookshelves until you find the Big Book of Barriers. Open the three 
treasure chests, then take the book to Dominico, who will fully restore all HP and MP. 
You should give Yangus one or two moonwort bulbs in preparation for the next battle. 


The fight with the boss starts outside. 


zak: 


(Boss The boss acts twice per turn and has mastered 


Kafrizzle, which can cost a character up to 
100 HP. As well as a less dangerous strike attack, the boss can 
attack the whole party using Kasizzle and Kacrackle, which can cost 
around 50 HP. She can also try to send all the characters to sleep 
with Kasnooze. Sleeping party members can be woken up using 
moonwort bulbs or Tingle. 


The boss summons two groups of three shadows (Fig. 2). Their 
physical attacks are not particularly dangerous, but the icy strikes they 
inflict on the party are somewhat more powerful. If you eliminate a 
group, the next wave will be summoned shortly afterwards. 


As usual, you should increase your party's Defence using Kabuff, 
reduce enemy Defence with Helm Splitter and build up tension. If the 
shadows become a nuisance, defeat them with the boomerang. 


You cannot increase your characters’ Defence levels indefinitely with 


AFTER THE VICTOBY 


In the conversation after your triumph, you can reply “Yes” or 
“No” to a presumably important question. Your answer will not 
influence subsequent events. You will find yourself back in the 
inn after this sequence. The party is at full strength again, so 
don't forget to give the equipment back to its rightful owner. 


Kabuff, as the 
spell's effectiveness 
will diminish seven 
to ten turns after 
you cast it. You can 
02 stop this happening 

by recasting Kabuff 
after six turns. Although Defence levels will not increase any further, 
they will remain at the maximum value for a further seven to ten turns. 
The enemies’ Defence cannot be weakened permanently, so you should 
use Helm Splitter periodically to prolong the effect. 


BOSS IN 


7 
% Ù 
/ 


rn 


Talk to Dominico, who is sitting in the dining room on the ground 
floor of his villa. Then talk to David by the kennel. One of the 
characters learns two new spells during the events which follow. 
You eventually set off for Blizzard Peaks, via the (now open) 
tunnel to the west of the Chapel of Autumn. 


WALKTIRUGH 


p Be , / 4 Dn 
In Baccarat, it is now possible to enter Golding's mansion during the day. You 
will find various items there, including a (see map on page 156). If you so wish, 


you can embark on an optional side-quest if you talk to the twins Cash and Carrie (Fig. 3), but 
you should only do so if you are at Level 32 or 33. You can read all the details on this side- 
quest starting on page 209. 


Mixing tip 
spangled dress + ruby of protection + gold bracer = shimmering dress ARCADIA REGION 
The shimmering dress sometimes reflects spells. The drawback is that this effect also extends to “friendly” spells. zo reus 


The dress is an ingredient in many useful recipes. 


BLIZZARD DEAKS 


ZIS DA PENS 
EMS 
Pferd Grotto 9 5 Z LJ 
Orkutsk ps 
5 1 | Special medicine 
3 a : 
E ie Feb" z| special antidote 
PN . fi \ 
Af Á ë 3| Mini medal 
Le T0 Ge # AN 5 4} Marta's bag 
® ®, 
5 1-5+10 5 | Mini medal 
Marta's Cottage 6 | Holy siver rapier 
6 S ES DD Roborg 7| Yogdrasil eat * 
lee, C Blizag Jr gl Aaiïty ring ** 
2l lj Cybot Mini medal ** 
8 4 Chapel of Autumn Bes - ams 
S \ ZN Jack Frost 2 40 | Ultimate key »** 
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RES THE ICY NORTH 

In the Blizzard Peaks region you have the chance to use the new spells that Jessica learned 
in Arcadia. Or one of them at least, because Kasizzle is, of course, significantly better suited 
to combat in the freezing northern wasteland than Kacrackle. Shortly after your arrival in the 
region, you will automatically stop and rest at Marta's Cottage. 


No. Name 

458 | Dead ringer 
460 | Freeze fy + 
162 | 
483 | Helhound* 
164 | 
165 | 
166 


Frostburn 

MARTA’S COTTAGE 

There is a in a cupboard in the second room in the basement. You will find some 
anda in the pots. Talk to all the people in the parlour, 

including the dog, until Marta finally serves tea (Fig. 1). She will then give you 


which you must hand over to a man called Marek in Orkutsk. After you have made your 
farewells, you can turn back and grab a from the barrel in the barn. 


Frost wyvine ® — a 


If you want to grapple with the two icy infamous 
monsters lurking in the area around Orkutsk 
(Fig. 2), bear in mind that both have mastered 
Thwack. This spell can annihilate your entire 
party in one go. Try to prevent this happening 
with Fizzle or reduce the effectiveness of the 
deadly spell using Magic Barrier. 


Troll 


Ice queen 


Abominape 


Killing machine. 


leikiller 


ITEMS 


Mini medal 


LAU ArMe 


Amor seco essence 


Mini medal m Br 

] nm 
Chily cheese Ice shield 
Seed of defence | Iron headgear 


een 


| 


Rockbomb shard 


Magic water 
Swallow 


Wing of bat 


1 
2 
3 
4 
[sl 
6] wini medal 
EEn 
s 
9 
1o 


Falcon knife 


Mini medal 


Spiked steel whip 


11 | Edged boomerang * 


Dragonsbane 


121 Chimaera wing 


King axe 


13 | Ruby of protection 


ITEM SHOP 


14 | Nook grass ** 


Medicinal herb WE) 
‘Antidotal herb 


Holy water 


Chimaera wing 


Amor seco essence 


Price: 25 gold coins (per person) 


THE SEARCH FOR MAREK Weapons ov 7 ai 


You must talk to certain people to receive clues about Marek's Two merchants work shifts in the same shop in Orkutsk. 
whereabouts: You will find the armour merchant behind the counter during the day 
‘and the weapon merchant will serve you at night. 
+ Speak to the mayor in the round house in the centre of 
Orkutsk. (Go through a door in the pub to reach the centre of Pen 
town.) The mayor tells you where you can find Marek's room. pe 4 
Descend into the basement and head right and you'll eventually \% 
come to it. 


7 ii Mixing tip 
+ There is a man in the basement who directs you to Marek's ni . 
iron headgear + scholar's cap = thinking caj 
room at the end of the corridor (Fig. 1) adt dl nk 
No need to spend any gold on a steel spiked whip, as once you have 
+ When you leave Marek's empty home, the same man tells the ultimate key you can acquire one for free. 


vourthiat you should speak ®the owner of the item shop. The dragon shield at 69006 is an astute purchase, as it reduces 


+ Enter the round room in the northwest of the basement. En 
At night, the item shop owner can be found sitting at the If you have diligently been collecting mini medals throughout the 
table with his wife. During the day, you can find him behind game, you can acquire the miracle sword for 68 medals. A hit from 
the counter in his shop upstairs. Talk to him about Marek this handy weapon will heal the Hero (or Jessica) by a quarter of the 
(Fig. 2). He tells you to look in the herb garden in the grotto damage inflicted. 


to the northwest of Orkutsk. 


Note: For the time being, there is nothing 
you can do to shift the man who is 
blocking the staircase in the entrance area 
of Orkutsk. 


TERB GROTTO MONSTERS 


160 \ Freeze fly 


BUT PENS 
162 | Frostburn 113 


163 | Hellhound 166 
168 | Kiling machine 165 
169 | Icikiler 198 
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Frost wyvine 


ITEMS 


1| Map 
Mini medal 


ä 
€ 
| Rose-wort €) 
ä 
E 


LLL 


100 gold coins 


Devil's tail * 


2100 gold coins * 


Mini medal 


2 
3 
4 
5) Elfin eliir “> 
6 
7 
8 
a 


Rose-root 


| 40] seed of ie 


11 | Mini medal 


12) Icicle dirk ** 


LEVEL I 


The Hero should be at around Level 31 before you tackle the Herb Grotto. You will find the 
map in a chest in the first room on the left. Next, proceed up the slope in the northwest 
corner and then inch across the slippery bridge (Fig. 1). It is best to use the directional 
buttons to cross. 


If you encounter/any icikillers (Fig. }. 2)-on the way, remember that tthey can use Bounce, so 
your attack spells could be reflected back on be if careful. 


\ \ hy 
\ ! \ 
LEVEL 2 
If you go straight ahead at the start, you will see a chest in the ice anyway, as there are treasure chests on Level 3 containing 2100 
room, containing a precious elfin elixir. The steps to the northwest gold coins and a devil's tail. Further on, you will come to the steps 
lead to a dead end, but you should take a little detour downwards in the south of the level. 
LEVEL 3 


You will see a huge icicle stuck in the ground near the steps that lead to Level 4. Two 
more icicles will fall down to form a bridge as you walk past (Fig. 3). Go back up the 
slope to the southeast of the cavern and cross over the upturned icicles to reach the 
exit. There are other places where icicles will come crashing down to the ground just 
behind you, but despite giving you a shock, this will endanger neither life nor limb! 


LEVEL 4 


Three more icicles will fall down from the roof of the grotto in the next large cavern. 
Go round, up the slope onto the central platform with the large icicle, and cross over 
the makeshift bridge. You will eventually find Marek in the northwest part of the level, 
trapped behind a wall of icicles (Fig. 4). If he is not there, it means that you have not 
had the required conversations in Orkutsk (see page 177) 


Time for Munchie to hop into “mouse action hero” mode! Scamper behind Marek, head down 
the slope to the left, then left again along the large crevice. Return to the Hero when the giant 
lcicle falls from the roof. Once Munchie is safely back in the Hero's pocket, cross the makeshift 
ieicle platform to reach Marek. Talk to him and then use Marta's bag. Your next task is to escort 
Marek back to Orkutsk. Use Evac to exit the cave. 


Eight hellhounds will be waiting for you outside. A series of group attacks (e.g. Zap, Axes 
of Evil, Swoosh, Kasizzle) will swiftly dispatch the pack. After the next sequence, Zoom 

to Orkutsk with Marek. The sleeping “beauty” is no longer blocking the staircase, so you 
can go directly to Marek's rooms in the basement, where he will ask you to check that 
everything is all right at Marta's Cottage. 


MARTA’S COTTAGE 


First, step briefly inside the cottage. As soon as you see the hellhounds, leave and enter the 
cave behind the house (Fig. 5). After the cutscene, talk to Marta about Marek. Now talk to 
the dog. You will then hear an explosion outside. Go and investigate what has happened. You 
will eventually acquire the ultimate key and must fight eight more hellhounds. 


You have a new destination after all this drama. it is rumoured that the sceptre and its owner 
have headed east, in the direction of the Lord High Priest's Island. Set off for Savella Cathedral, 
either via Zoom (if you've been there before when exploring the high seas), or via your ship. 


ie a 


in Picktham (in the building south of the 

well —see page 136); in the basement of Red's 
Den; In Castle Trodain (2nd floor, east wing —see 
page 146); in Princess Minnie's Castle (Fig. 6, see page al 
154} in Argonia Casle— see page 161 (st loo, entrance GSA 


west wing); and in the item shop ín Arcadia. 


Among the items you will find are a moon axe, a spiked steel whip, 
a power shield, and six mini medals. The Princess will reward you 
with sacred armour for 75 medals. This restores 30 HP after every 
turn during combat. Beer 213 


SAVELLA AREA, 


THE ISLAND Of THE LORD 
HIGH PRIEST 


Many birds live on this island, including two amazingly tame 
specimens. A bird will come near you in the northwest of the island 
(close tothe chest containing a phial of ). Examine your 
new feathered friend to obtain a Another bird will approach 
yowin the west of the island, on the path south of the crossing (Fig. 1). 
This one donates a 


ITEMS _ 


1 Magic water BUTAGD PENS 


2) Seed of Ie LN eni 


3| Seed of magic 


4| Seed of defence * 


5| Fresh milk 


* Magic key 


MONSTERS 
No. 


Name 
100 | Night emperor 
104 | Skeleton soldier NE : 
121 | Magic dumbbell 78 


127 | Buldozer 131 

129 | Shade s6 9] 
132 | Hoodum REN 2 
134 | Demonrider RE 
135 | Kier moth Ves 5) 
141 | Sienus 131 R@3 
442] Robo-robin ES 


ï 
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1_| Mini medal * 


2 | Seed of wisdom * 


* Thies key 


WEAPON SHOP 


Item 


Partisan 4400 
| Holy siver rapier 


rice: 50 gold coins (per person) 


THE PATH 


IS THE DESTINATION 


Your trip to Savella Cathedral will initially prove 


Full plate armour 
Siver mal 
Magic vestment 
Steel ‘shield 


lron mask 


ITEM SHOP 

tem 

Medicinal herb 
Antidotal herb 
Holy water 
Chimaera wing 
Moonwort bulb 


Gold rosary 


fruitless. The only useful snippet of information comes 
from a sailor standing near the merchants (Fig. 1). He 
tells you about a mysterious cave under a bridge on 
the eastern continent. You must sail down the river 


between Castle Trodain and Alexandria to reach it. 


PIRATES COVE 


MONSTEBS pe 


ITEMS 


1} Mini medal 
|_z2] seed of magic | 


3 | 780 gold coins ® 
en 
® 


5 | Mini medal 


120 | Mimic 
175 | Smacker 131 


176 | Zombie gladiator 180 


(183 | Demon hunderer 179 
238 ‚ Man o' war 56 


6 | map E _ Al 240 | king kelp 
7| Mini medal _ € 2aa | Squid kid | 
| rocksat aas crayzee El 
9 | Mii medal * El 255 | Merking | 196 
ol | Octavian pirate 
| ril Riptide La 
12 | iuminated sea chart B 
-Uliate ley 
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LEVEL 1 


There is a hidden cave directly under the bridge 
between Farebury and Alexandria, which you can 
only find by ship (Fig. 1). Mimics and riptides 
feature among the local monsters and they 
occasionally use the Whack spell. The room on 
the left of the jetty contains a and 


LEVEL 2 
First, open the door on the right of the passage. 
There are two barrels behind the door containing 


a phial of anda The 
is hidden in the chest in the adjoining room. 


Mixing tip 


a 


LEVELS 3-4 


On Level 3, go through the room containing 
the and take the steps down. Follow 
the passage on Level 4 to the large, octagonal 
room. There is a crank on the middle wall 
(Fig. 3), which you can turn to drain the water 
from the room in the centre. Return to Level 3, 
not forgeting to open the chest containing a 
in the adjoining room. 
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The Princess will reward you with à piece of orichalcum for 83 mini medals. 
This precious ingredient is necessary for various recipes (see page 64). You can 
forge a liquid metal sword for example, or concoct this useful healing item: 


orichalcum + gold nugget + Yggdrasil dew = sage’s stone 


mn 
WALKTHROUGH 

a . There is a barrel to the right 

containing The metal door to the 

right can only be opened using the ultimate key. 

The Hero should be at around Level 32 before you 

enter Pirate's Cove. 

If you go through the hole in the wall on the 

left you will find a mini medal in a pot. 

Examine the wheel in the room in the northeast of 

Level 2 (Fig. 2) to open a secret door. 
EV 
ed 


On Level 3, enter the room containing the two 
treasure chests and take the and 
the The helm is cursed, but the Hero 
is immune, so feel free to equip him with it. 


Finally, proceed to the octagonal room. As 
you have just drained the water from the floor 
below, you can descend the ladder (Fig. 4) to 
reach the last room in the southeast of Level 4 


The boss can act twice per turn. He normally increases 72 

his tension to 100 and then eliminates any positive 5 

status effects with a wave of ice, before attacking the == 
entire party with Thin Air. Thin Air combined with super high tension is lethal__ © 
and can inflict over 200 points of damage on all characters. If the boss has 
raised his tension to 100 you should select Defend for all party members to 
halve the damage they sustain. However, the boss will not always wait to 
reach 100 before he attacks, so Angelo should frequently cast Multiheal (a 
spell he learns at Level 30), or the Hero should cast Omniheal (a spell he 
learns when his Courage reaches 82 points). Another party member can use 
a sage's stone to keep the entire party's HP topped up. 


The wave of ice negates any increases in tension or defence. If Jessica has 
learned Puft-Puff (an ability she acquires when her Sex Appeal reaches 38), 
she could use this to stop the boss for a short while and reduce his tension. 
Angelo could also employ Sarcastic Snigger (an ability he learns when his 
Charisma reaches 13) or Chilling Chuckle (learned when Charisma 
reaches 52). The crucial factor is to regularly reduce the boss’s Defence 
using Helm Splitter or Sap, at the same time as pummelling him with 
constant attacks (you could reinforce these with Oomph) and managing to. 
Defend at precisely the right moment. The victor receives à pirale's hat and 
can take the ted sea chart from the treasure chest. 


ENC El 
152 [lee 12 


‘“’ MARKS THE SPOT 


When you view the illuminated sea chart a route will appear 

on the world map from point “X” west of Neos to the isolated 
plateau. Sail to point X, a conspicuous group of rocks rising out 
of the ocean (Fig. 5), where a shimmering white line will appear 
in the water in front of you. Sail along the line to the isolated 
plateau. If you stray over the edge, you must start again from 
point X, so steer carefully. 


ISOLATED- PLATEAU 


MONSTERS ITEMS 


1| Sime 1 | Magical mace * &l 
al orachy |_2 | Lesser panacea* 
[sal rot |_3| Montyamiets 
[aal eysium bird 4 | wini medal 
| 174 | oragum 5 | ein er» El 
[as] smacter 6 | Fresh mik * 


| 176 | Zombie gladiator 


177 | Stone golem * AMOUS MONSTERS 


INF 
179 | Mucho macho 
[482 | Tyrantosaurus B: 
183 | Demon thunderer [B] ro: 
rim rider 236 Orie: 
War goyphon 249 DE 


Heligator | 512 


182 


THE LONELY ISLAND 


You are ready to explore this area when the Hero has attained You will find an extremely powerful infamous monster (Brontes) 
at least Level 33. When your ship docks, go east and follow the to the southwest along with a useful item, a magical mace. Your 
path upwards from there. As the name indicates, this plateau destination is the village of Empycchu in the southeast. 


is isolated from the rest of the world, so you cannot summon a 
mount here with Baumren's bell 


ITEMS 


1, Seed of strength 


2} Mini medal 
3 | Red mould 


Holy water 


ii 


Magical mace 


Mercury's rapier 


Waterweed mould 


Mini medal 


| Bandit mai Seed of skill 


Fame shield 


Fur poncho 


4 

5 

6 

7} Fresh milk 
Mythal helm 8 
E] 


Mini medal 


mosmeemen 


10 | Special medicine * 


B 


b 


Chimaera wing 


Price: 0 gold cot 
ersten 12) Rock salt 


13 | Rennet powder 


THE LEGEND Of THE GODBIRD 


Listen to what the chief in the large hut (Fig. 1) has to say about the Godbird Empyrea. 
Your conversations with the other inhabitants also revolve around the large, mythical 
bird, or rather, her shadow, as that is all you can see of her at this point. According to 
the legend, anyone who follows Empyrea will enter the World of Darkness. 


Mixing tip 
magical mace + bandit's grass skirt + magical hat = magical skirt 
mythril helm + fresh milk + cowpat = raging bull helm 
swallowtail + flame shield = flametang boomerang 


WATCH THE BIBDIE 


Proceed to the large stone archway on the hill southwest of Empycchu (Fig. 2). There, 
during the daytime, you can see Empyrea's shadow. Follow the shadow (Fig. 3) wherever 
it leads you, through the toxic lake in the west and up to the hill further north, until it finally 
forms a swirling Black Eye, through which you can enter the World of Darkness. If you pan 
the camera up and down using the right analog stick when required, you will find it easier to 
keep the shadow in view. If you lose it, you can start again from the stone archway. 


183 


See 


wen 


WALKTEROUG 


ORLD OE DARKNESS PR 


ITEMS MONSTERS 


1 | Mini medal Dark slime 


2| Devil's tall * 170 | Shadow 154 


3 | Iron headgear * 
4 | Seed of agilty * 
Uttiate key 181 / Dark macarbour 334 


187 | Dark sea-diva ? 236 


178 | Dark condor 163 


180 | Dark skeleton 


Dark turkey 


Darkodile 


2oniyinn 
THE WORLD Of SHADOWS 

Your chances of survival in the World of Watch out for the dark macarbour (Fig. 1). This 
Darkness are very good if the Hero has sinister trees death dance can inflict sudden 
reached at least Level 33 when you enter. Your death on the entire party. its power should be 
destination: Dark Empycchu. The settlement reduced immediately with Magic Barrier. Angelo 
will be the only Zoom location in this world. can also use Ban Dance to stop the overgrown 
You must pass through the Dark Eye if you twig performing its jig of doom. 


want to return to the World of Light- 


_DARK BMPYECHY 


Mini medal 


ei 


Seed of magic 


AB 
di 


| Fresh milk 


Dragon scale 


7 | Mini medal 


8 | Premium mould Price: 0 gold coins 


9 | Special antidote* 


geta 


80 gold coins, 


11 | Cowpat €) 
12 | mini medal I u 
13 Cold cheese €) 


BADING POST 


Holy water 


Magical mace THE “EMINENCE GRISE’’ 
Talk to the chief about the Godbird. He asks you to take 

matters in hand. Go to the large stone archway (Fig. 1) to 
find out what is happening. Be prepared for a tough battle! 


Mercury's rapier 


Bandit mail 


Flame shield 
Mythril helm 
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The boss acts twice in one turn and can remove 

‘built-up tension and support spells with a wave of ice. 

‘As her physical attacks can inflict almost 200 points 
of damage, even the more powerful characters are at risk of being felled 
instantly. The boss will also attack the party using Zap and a blinding 
strike that induces the Dazzled status change. Blinded characters should 
attack with spells or use multiple attacks such as Multithrust. Yangus can 
use Parallax. 


The boss can heal herself with Midheal and is immune to Dazzle and other 
similar effects. She has a high level of Defence, which cannot be reduced 
with Sap/Helm Splitter. Spells have a limited effect on her, particularly 
Frizz, Sizz and Bang. Your best bet is to mount physical attacks enhanced 
with Oomph and a high dose of tension. Without this reinforcement, a. 
‘physical strike inflicts less damage than a powerful attack spell. 


Kabuff is useful for reducing damage, provided that it is not dispersed by a 
wave of ice. You should use à sage's stone at regular intervals if you have 


BOSS XI 


Agii 10t 


already mixed one, and don't hesitate to summon a Monster Team if you 
have one available. 


You will receive a after the battle and the offer of à ride to 
the Godbird's Eyrie. You can decline the invitation and rest overnight in the 
village if your resources are depleted, and take up the offer later when you 
return to the stone archway. 


GODBIRD'S ERIC (DARK) 


MONSTEBS de 


161 | Dark slime 
azo | shadow 
178 | Dark condor 
180 | Dark skeleton [ao 
184 | Darkster | 236 
185 | ark minister IRE] 
187 | Dark sea-dva 296 
189 | Dark turkey 214 
191 | Dark dullahan 


Darkodile 


1 | Map 
Ring of truth * 


2 

3 | Golenugget* 
à | Demon whip * 
_ 


Saint's ashes * 


WALKTHROUGH 


(SOUTED FUNEND 


LEVEL I 


You will find a chest containing the map on the left. You must then go back down and 
up the other side to reach the exit to the south (top right on the map). You will end up at 
the rear of the mountain (Fig. 1), from where you can head left up the slope to Level 2. 


LEVELS 2 +3 


If you go left at the first fork and follow the path, you will come to a dead end in the 
middle of Level 3, where there is a chest containing a ring of truth. The right-hand 
passage leads northwest, towards your target destination on Level 2 (near the gold 
nugget). From there, go outside and up the path to Level 3. Cross this level (Fig. 2) to 
reach the entrance to Level 4 (top right on the map) 


LEVELS 4+5 


If you go through the left exit (as it appears on the map), you will wind up back outside 
the mountain, where you will find a chest containing a cursed demon whip. The central 
exit also leads outside and up to Level 5. You have a choice of two possible routes 
again on Level 5: if you head for the slope at the bottom right of the map, you will 
eventually come across a chest containing saint's ashes. The spiral path on the left of 
the map takes you to your final destination. 


tip 
demon whip + saint's ashes = scourge whip 
ring of truth + ring of immunity + full moon ring = catholicon ring 


The boss is accompanied by a dark condor and a dark turkey. He can 
summon new companions when these two are defeated, so it is best 
to concentrate on defeating the dark turkey, as his screams and Kasap 


spells are really irritating. However, if you want to summon a Monster Team, start by 
eliminating dark condor, as he can send the team back prematurely using Blasto. 


The boss acs twice in one turn. He will most likely use Bounce and attack the entire party with 
blazing fire. His critical hits are highly dangerous and can cost around 300(!) HP. As this boss 
has not mastered a wave of ice, you can increase your Defence and Attack power as much as 
you like. Insulatle hampers the effects of flame attacks. As you can use Sap/Helm Splitter to 
reduce the boss’s Defence, you should have little trouble winning this battle, even if a party 
member may sometimes fall victim lo a critical hit. 


You will receive a seed of skill after your victory and can take the Godbird’s soulstone and use it 
fo fly in the “normal” world. The Dark Eye in the northwest of the Isolated Plateau is your conduit 


between the two realms. 
‚ BOSS XM 
HP 200 _ [Aak 25 y El 
MP 8 Defence 152 42 


lem Seed of skill 


THE DESTINATION 


You can use the Godbird's soulstone to fly to the Lord High Priest's Kalderasha can once again help you in your search if you're looking 
Residence (Fig. 3), but you won't find the owner of the sceptre for guidance. If you want to save yourself some detours, you can also 
there, although you do get to witness an interesting little cutscene. read where to go on page 190. 


186 


2 | Candy cat 
84 | Lig vut 
Baccarat Region: NTS 
shrine 8 116 | Bomboulder ' 
el | 173 | eysum bird: 
E War gryphon 
| Killer croaker 
High roller 
Cyclops 
Bloody hand 
NOTHING BEATS f£LYING 
The following pages provide a summary of optional regions you can only access using 
the Godbird's soulstone. They are generally “marked” with a light veil of cloud (Fig. 1). 
A specific assortment of monsters prowls around in the areas cut off from the rest 
of the world, with the exception of Egeus’ Tablet and Howlwind Hill, which have their 
own particular species of native fauna. 
Ge 
The golden bird always flies forward. Use © to overlay an outline of the controls on the 
screen to guide you: 
You can only land if there is a white outline 
t_Descend around the bird’s shadow (Fig. 2). If you press 
tons the right analog stick upwards, you will always 
<= Steer left/right have the shadow in your sights. 
@ Change camera view 
© World map Important: No battles take place in the air, and 
® _Accelerate any activity in the alchemy pot also ceases! 
® OLE PAT 
asset 


NORTHWEST ISLE: PLATEAU (MAP 1) 


If you recruit Stoneman (Fig. 3) alongside Brickman and Goldman, you will have an 
unbeatable team in the Monster Arena. Warning: the nearby is cursed. 


Sugi does not always appear here, but you may find him on the Isolated Plateau. 
rage zoe 


INFAMOUS MONSTEEBS 


1} Ruinous shield * Pa Troll 


suci 


Ultimate key if ien zl 


Stoneman 


187 


BACCARAT REGION: 


SHRINE (MAP 2) 

Apart from a stone marker with 

nothing carved on it, and a pleasant 

enough statue of a dragon (Fig. 4), 

there is nothing to be found on this of Seaview Church, not even 
conspicuous structure to the south any monsters! Nice view, though. 


KINGDOM Of ARGONIA: HILL(MÀp 3) 


ITEMS 
1 | Flametang boomerang - 


DESERT: MOUNTAIN (MAP 4) 


ITEMS INFAMOUS MONSTERS 


1| Mini medal * Nohi 


2| Ogre shield » 


ISOLATED PLATEAU: PLATEAU (MAD 5) 


ITEMS INFAMOUS MONSTERS 


1 | Skull helm *, Sugi 


Metabble 2 


Mixing tip 
skull helm + saint's ashes = sun crown 
sun crown + tough guy tattoo + magic beast hide = timbrel of tension 


HOLY ISLE Of NEOS: PLATEAU (MAp 6) 


KINGDOM Of ASCANTHA: 
ISLAND (MAP 7) 


ITEMS INFAMOUS MONSTEBS 
1 Yagdrasil dew * ID Noni 
limate key Bush-W. 
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+ silver tiara = golden tiara 


rusty old sword + slime crown 
+ orichalcum = liquid metal sword 


ruinous shield + saint's ashes 


FAREBURY REGION: EGEUS” TABLET (MAP 8) 
MONSTERS 


ITEMS 


1 | vogdrasil leaf €) Bomboulder 
173 | Elysium bird 


COEN SEE 


190 | Heligator 512 


War gryphon 


Snapdragon 


the water’s edge. Search the bank using 
® until you find the mini medal, which 
is well hidden in the sand. It may take 
a while, but it is there, honest! 


You can talk to the two conspicuous 
monsters that you encounter on this 
plateau. Stand to the right of the 

bird (Fig. 5) and then go down south to 


ARCADIA REGION: HOWLWIND HILL (MAP 9) 


MONSTERS ITEMS 


1 | Slime Conqueror's axe 
8 | She-slime 
Every slime imaginable lives on the hill 
12 | Bubble slime 
orn north of Rydon’s tower (Fig. 6), including 
idd metal king slimes, which yield 
36 | Metal slime 30010 EXP(!) each, so this is an ideal 
Tali = place to level up your characters. You will 
Rr rr also find the conqueror's axe here, the 
84 | Liquid metal sime 


most powerful axe-available for Yangus. 


411 | King stime 
131 | King ct 


171 | Metal king sime 


GODBIRD’S EYRIE 


ITEMS MONSTERS 


1 | Mini medal Dracky 


2| Mini medal 84 | Liquid metal slime EN 


3 | Gold nugget 116 | Bomboulder 15 


& | Dragon dung 173 | Elysium bird Tas 


5 | Orichalcum 


174 | Dragu 268 


175 | smacker IRE 
You can also use the Godbird's soulstone 176 | zombie gladiator 180 
to go to Godbird's Eyrie in the normal - 

177 | Stone golem 278 


world (Fig. 7). The layout of the dungeon 
is identical to its Dark counterpart (see 179 
map on page 185). You can even use the 182 
old map. Only the contents of the treasurg 

chests differ. You will find mini medals Ve dm ek 
in the chests on Levels 1 and 3, a gold 186 | Grim rider 236 
nugget on Level 2, dragon dung outside 492 | - 
on Level 4 and a piece of orichalcum on 
Level 5. The latter alone is worth a foray 
into the mountain! in 
210 | Stone guardian = 


Mucho macho 316 


Tyrantosaurus 208 


Killer oroaker 183 
193 | Kigh roller 
Bloody hand 


Note: A trip to the mountaintop in the 
normal world will prove fruitless. 


189 


waukrovGt 


ARES ACS BAR 


UNTRODDEN GROVES 


MONSTERS ITEMS 


Bomboulder 


1 | Mini medal * 


Metal king slime super spicy cheese * [ 


Elysium bird 3 | Fresh milk 
| kater croaker 
| High roller 
Cyclops 
Bloody hand 

Snapdragon 
| Buffalogre 


Mohawker 


Stone guardian 


‚ THB HIDDEN VILLAGE 


Tryan Gully is only accessible by air. You can land right in front of the entrance, or in a 
clearing further east, close to the cyclops Arges and a chest containing a mini medal. 


TBVAN GO lkr 


ITEMS eene 
7 Mini medal 5 Price: 5 gold coins 
EE 5) RJAEMOUR SHOP 
3 sime crown ® tem Price 
| 4 | Yogdrasil dew [al Gigant armour 18000 
5 | wint medal BE Mirror armour 21000 
6 | Premium mould Mirror shield 15000 


7| Seed of defence Power shield 18000 


|_8| Staff of antimagic & Thinking cap 13000 


9 | Darktree leaf Great helm 


ITEM SHOP 
Equip On 


Flowing dress 14800 Dragonsbane 


‘Antidotal herb 10 King axe 


Blizzard blade 21000 


Great bow 28000 


Holy water 20 


Amorsecoessence | 120 


Magic water Heavy hatchet 29000 | 


45000 


Rockbomb shard Staff of resurrection 


THE TREASURE CHAMBER 
Talk to Raya in the building to the far east of the settlement (Fig. 1) articles for sale. By far the most important item in Tryan Gully is 
You can reach it by crossing the bridge. She will grant you access the Use it to reveal the location of the sceptre on the 
to the treasure chamber. You get there by passing through the inn, world map. Fly there and follow the owner of the sceptre until he 
Which also doubles up as a makeshift shopping mall, housing lands at the Lord High Priest's Residence 
several merchants who have a whole range of useful but expensive 
vaurrmovat 


Mixing tip 
mirror shield + white shield + holy water = saïntess shield 
mirror shield + amor seco essence + magic water = silver shield 


Your top priority for the alchemy pot should be the timbrel of tension (see page 1: 


Sage's robe 
2} Mini medal 
3| Seed of life 


& | Mini medal 


When you land (Fig. 1), enter the grand 
halls of the Lord High Priest's Residence. 
Battle will commence on the top floor as 
Bass per turn. He attacks the 
party using cold breath 
(use Insulatle to reduce its effects), and can 
knock everyone off their feet with War Cry. 
The characters lose their tension along with 
their balance — and their dignity! The boss 
has a high resistance to Sap/Helm Splitter, 
but is not totally immune. Attack spells work 


perfectly but effects such as Dazzle and 
‘Snooze are useless. 


The boss acts twice 


BOSS NIIL 


THE UNINVITED GUEST 


soon as you confront the monster, so be 
sure to prepare any items you may need 
beforehand. 


The boss’s critical hit is extremely dangerous, 
as it can cost up to 300 HP. Normal attacks 
can cost around 75 HP but can be significantly 
weakened with Kabuff. Thankfully, the boss 
does not have a wave of ice at his disposal. 
You can confidently use your old favourites 
(Sap, Oomph and Kabufí) and attack with 
increased tension. If you maintain your HP at 
a high level, e.g. with a sage's stone, and are 
prepared to resurrect a character from time to 
time, victory is yours for the taking! 


UATRODDEN GLOVES 


SLA AREA 


ed En 4250 REE 9 


“191 


PURGATORY ISLAND 


After the battle in the Lord High Priest's Residence, you inevitably land on Purgatory 
Island. Talk to all your fellow cellmates, and examine the door until the cutscene kicks in 


The next day you should again have a chat with your pals until the guards change shifts. 
Talk to Rolo a couple of times and you will eventually leave the wretched place. Your next 
destination is the Holy Isle of Neos (Fig. 2) 


HOLY ISLE Of NEOS, 


ITEMS MONSTEBS 


1} Magic water 
|z| agit ing * 


400 | Night emperor 
104 | Skeleton soldier 
106 | Tap devil 


Magic key 


107 | Mushroom mage 


INFAMOUS MONSTEBS 108 | Redtail hipster 
110 | Gold golem 
Goldman 113 | Todc zombie 


ln 115 | Volpone 


4 From Rank D Hades condor 


Medicinal herb 
b 
| Antidotal herb 
L 


Holy water 


chimaera wing — 
Gold rosary 


Edged boomerang 


Chain whip 


Steel scythe 


Dream blade 


Holy silver rapier 


Price: 50 gold coins 


en 


oen 
tem 
Medicinal herb Full plate armour 1| Seed of magic @ 
[moorwortouo | 30 Siver cuirass zl Hoywater d 
Holy water E Light shield. | 
Lpreambade | Chimaera wing PE 
| Turtle shet Iron mask Scholars specs 
Loloakotevasion | 3000 | | PNG Gold rosary Î 
1 After your stay on Pugaony stand 80 gold coins I 
8 Moonwortbub 
seedofskil 
LAST CHANCE Spicycheese 


After your brief “holiday” on-Purgatory Island you now head for 
Neos, but you won't get muchvof-a break, however, as the next boss 
is waiting for you in the shrine in the north of town (Fig. 1). If you 
have not yet visited Neos, you should explore and collect some 
items before you open the door to the shrine. The Hero should have 
attained at least Level 35 before embarking on the next battle. 


N Important: This is your last chance to act as bodyguard to Cash or 
Carrie in Baccarat. GBeage 205 


Note: Don't forget to tell Marek about your victory over Boss XII. He will 
give you four pieces of nook grass as a reward, which can be used to 
create a crimson robe, among other things. 


The boss acts twice per turn. He uses Kafrizzle zn == 
Bass (inilicting over 50 points of damage) and Wind 278 BOSS XIV 


Sickles (around 100 points of damage) against one 0 [Aa 320 Tholy 108 
character. A normal strike costs between 80 and 120 HP. He can also |Detence ue jee 2 
launch attacks against all characters, which always inflict around B 
100 points of damage. He can heal himself and frequently uses a wave 11020 D 
of ice to remove all positive status effects from your party. De 


The boss's Defence can be reduced using Sap/Helm Splitter and you very effective. You can even call up your Monster Team if you feel 
can limit the effects of some of his physical attacks with Kabuff. Magic _ like taking a brief breather. If you already have the timbrel of tension 
Barrier and Insulatle reduce the effects of Kafrizzle. The boss is totally _you can defeat this boss in an instant. You will eventually acquire the 
resistant to fire spells. Constant physical attacks with 20x tension and _Templar Captain's ring. 

Oomph work best, and strong attack spells (other than fire) are also 


L AFTER THE BATTLE 


Several things change after your victory: 


The casino in Baccarat will certainly have opened by now. A 
monster is causing havoc in the town. 


Graze 21: rege 213 


Yangus can now pick up an'invaluable present in Red's Den: 
the flail of fury, a weapon which enables you to launch powerful 
attacks on multiple enemies. 


The bazaar has now moved into the building in the northwest of Sooner or later you will have no choice but to take a closer look 
Argonia (Fig. 2), and two new items have appeared. You can also at the Black Citadel, which has recently appeared. You can't 
now enter a mini-dungeon in the town: the Trolls’ Maze. miss it, just look for the mass of pure pulsating purple evil that's 
rege 214 casting a shadow on your nice map… 


193 


201 | Bobonga 
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THE LONG WALK 


You should have reached at least Level 38 when you arrive 
at the Black Citadel. It would also be very helpful to have 
mixed a sage's stone and a timbrel of tension. 


Go straight ahead to the intersection. You will see a flattened 

staircase in front of you, which you can raise up using the 

lever on the level above. First, however, you need to find the 
Go left, then through the first door on the left. Cross 

the room and head out onto the balcony to find the treasure 

chest. Now go back past the flat staircase. Continue along the 

passage and go up the staircase at the end. 


There is a chest containing a piece of at the 
top of the tower at the far end on your right. If you fancy 
getting your hands on it, you will find the tower entrance 
round the back. Return to the courtyard once you have 
bagged the orichalcum 


Proceed up the small flight of stairs on the left of the 
courtyard (Fig. 1) and you will come to a room containing 
dozens of barrels, twelve of which contain items, including 
another piece of and some „Go 
up the staircase at the other end of the room onto the 

roof and then down the staircase on the left. Turn left 
(southwards) and pull the lever to raise the staircase in the 
front entrance 


This creates a shortcut that you can use if you want to 
leave the Black Citadel via Zoom or the soulstone to save 
your game. You will then be able to reach this point more 
quickly on your next visit. 


Continue in a northerly direction. Go left, past the fountain 

(Fig. 2), and up the next flight of stairs that leads to a long, 
narrow room. Go right (the only way you can go), then turn left 
at the first opportunity and out through the doorway 

(Fig. 3) opposite. Now follow the path southwards into the 
adjacent building. Behind the door on the left you will find a room 
with a cupboard containing a Although the layout of 
the citadel looks very confusing on the map, there really is only 
one route available to you, apart from a couple of dead ends 
leading off it. All the items are therefore more or less under your 
nose, so you might as well collect as many as you can. 


Leave the bedroom and continue left (eastwards), over the 
landing and through the next room. On the eastern side, cross 
the bridge that leads to a room deep in the heart of the building 
(Fig. 4), where you will find two pots, one containing a piece 
of Go down the stairs and turn right at the 
bottom. There are more stairs just past the tombstones, which 
lead down to a treasure chest containing a Go 
back up the stairs you just came down and continue past the 
staircase and into the next room. 


You will find yourself in a large hall (Level 1 on the map). The 
exit is directly opposite and leads to the lower floor of the long, 
narrow room mentioned earlier. Go up the steps on the right (the 
first flight only. Do not go all the way to the top!) and pull the statue 

back (Fig. 5). Go through the doorway and proceed left past the staircase. This leads outside, where 
you will find a chest containing a , the last item awaïting you in the Black Citadel. Now 
follow the route up the staircase until you reach another lever (Fig. 6). Pulling it raises a staircase below, 
Which connects the entrance and the main building in the north, which you can reach via the ramp in 
the northwest. 
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GOING DOWN 


You enter the “main building” at Level 5 but you need to go right down to the basement. On Level 3, go 
past the first flight of stairs and down the staircase on the eastern side. Below Level 1 there is a circular 
route round what appears to be an idyllic little town. None of the doors will open. 


If you examine the stone plaque opposite (Fig. 7), all HP and MP will be restored. Decide on your route and 
go left or right accordingly. The direction you choose is irrelevant, the main thing is that you should keep 
moving. When you have gone full circle once, you will notice that the head is missing from one of the four 
statues by the staircase at the starting point. As you continue in your chosen direction, your surroundings 
will change (Fig. 8). After the third circuit, you will see a passage leading to a central room. Go down the 
‘steps in the middle of the room and prepare yourself for a grueling fight with the boss. Distribute sage's 


stones or Yggdrasil dews and à couple of Yggdrasil leaves amongst the party and hope for the best! 


The boss performs two actions per tum, and has mastered a 

wave af ice. He attacks the entre party with cold breath or 

‘Kaboom, and inflicts the Dazzle status change. One character 

may be subjected to Kalrizle, a sleep attack, a conventional 
altackand a crical hi, which can inflict over 300 points of damage! Alhougi the boss's 
olher attack may only cost between 30 and 80 points of damage,  lethal combination of 
a arilical hit and a conventional attack may overwhelm even the strongest character, so 
each character should be prepared lo resurrect any ofthe others. 


ne eel 


characters should cast regular support spells and heal the party using a sage's stone, 
'Multiheal or Omniheal. A powerful Monster Team may also come in handy. 


The attackers should attempt fo build up their tension levels. One ofthe healers or 
‘supporting party members should wieid the timbrel of tension. Note that tension will 
also increase the effectiveness of Kabuft or healing spells. The boss tends to make 
frequent use of the wave of ice, so you may need to stick to only raising tension to 20 
before striking, or risk having it wiped out. If you have concentrated the Hero's skill 


BOSS XV 


categories when he reaches Level 38 ar above, and will therefore have mastered. 
Gigaslash, which inflicts severe damage in a state of high lension. 


Irthe characters are not strong enough, some of hem are likely to perish as a result 

of various combinations of attacks orto have their attacks thwarted by the wave of ice 
‘unless you are very lucky. If the Hero manages to launch a Gigaslash attack af super high 
tension, a hit wl cost the boss over 25% of his HP However, the battle is more likely to 
be a lengthy exchange af blows. Remember ihat Jessica leams Kazing when she reaches 
Level 38, which can be extremely useful. The metal lime community on Howlwind Hill 
‘can help you to advance your characters' levels quickty (see page189). 


points on Swords or Courage as recommended, he may have 100 points in ane of these _ Itis often beneficial to equip a lie bracer to boost a character’s maximum HP 


…… AND UP AGAIN! 


Once the boss is defeated, all HP and MP are restored to the party. You 
must then make your way back up. There will be no random encounters 
as you retrace your steps, just a few fights with sub-bosses, who are only 
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slight stronger than normal monsters. Select a route round the circular EE Ben 5 
passage and follow it. = 
CON el an 
Boss XVI. After the first half circuit statue will come to 
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Hades’ helm or mirror armour, but his is very unlikely (there's a 1 in 128 and 1 in ue so |oeence EN 55 
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‘Now continue round unt you come to the four statues (complete with heads!). Again, 
the stone plaque opposite will restore your HP and MP. The statues come to lie as 5 
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Boss XVI Not only do these statues look lamia {hey also have similar abilities nm Em 5 
to their doppelgangers. One statue can use Midheal and Zap, one can increase 
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This boss can launch powerful attack, but has no other skills 
in his repertoire. This means you simply need to build up tension, 


QUEST FOR THE ORBS 


Your task is still incomplete, even after the victory in the Black Citadel. 
(Don't forget to save your game at the next opportunity!) You receive the 
echo flute to help you find seven magic orbs, although it isn't essential 
that you use the flute. The orbs’ locations all have something in common 
and should also be very familiar to you. The orbs are easy to spot, as their 
positions are indicated by a characteristic glow (Fig. 9). 


Farebury, in the ruins: purple orb 

Tower of Alexandra, on Level 7: blue orb 

Maella Abbey, in Francisco's bedchamber: gold orb 

Baccarat, 2°° floor of Golding's mansion (in the daytime): yellow orb 
Arcadia, in front of the kennel: green orb 

Marta's Cottage, in front of the cave entrance: red orb 

Lord High Priest's Residence, 2% floor: silver orb 
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Bear in mind that sinister creatures now pose a threat in many areas of 
the world. You will find some additional information on the monsters that 


have recently appeared in the Secrets chapter. GPage 274 
Equipment: Yangus 
‘and Angelo should be allocated the timbrel of tension. 


The Hero should use Omniheal. If the characters have not 


‘automatically leamed any abilities for reducing MP consumption, some elfin elirs 

would be handy. Yggdrasil leaves shouid be issued to the Hero and Yangus, as they 

are more likely to survive attacks, and because Angelo and possibly Jessica can cast 
Kazing. It would be useful for Yangus to have leamed Kabufr and rune staffs from the 
casino are always a valuable addition to the inventory. A greater panacea or similar 
lem should be available to counter the Asleep status change. 


‘and Jessica should have a sages stone, 


Nate that Yggdrasil dew is a good substitute for a sage's stone, and Munchie can use 
à high-strung cheese lo achieve the same effect as a limbrel of tension. Lite bracers, 
meleorite bracers or sacred armour (restores 30 HP after each round of combat) 
ae worth iheír weight in gold. Basically, the lower the characters level, the better 
their equipment should be. Victory is possible if your characters are below Level 38, 
but the showdown wil be less nerve-wracking if hey are at Level 39 or above. Of 
‘course, a pair of mighty Monster Teams could also make your job easier. 


Part 1: In the first part af the battle against the boss, you must use the Godbird. 
Scepire to break down the barrier. To do this, all four characters need to use their 
sceptres in one fum. This summons the first of seven benevolent sages. The process 
must be repeated a lurther six times until all seven sages have appeared, after which 
the battle itself can begin. 


Of course, (he boss doesn't simaly sitidly watching the proceedings, so remember to 
heal he characters. All four must hen resume their join elorts wit the 

sceptre. Don't worry about using too much MP when healing, as all HP and MP will 

be lily restored when the barrier is destroyed. The battle will then begin in eamest. 


Part 2: Your enemy performs two actions per turn. His preferred modes of attack 
include: 


Wave of ice 

one character 
Kafrzzle: 60-100 HP one 
Kaboom: approx. 60 HP. party 
Blazing fire or ice: approx. 40-50 HB party 
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THE GAME BEGINS AT THE END 


Even after this victory, the game is far from over. There is still something for you to do in Trodain Castle and 
Savella Cathedral (to enter the cathedral, answer “Yes” twice). After the credits have rolled, you can finally 
save your game — you should do this at all costs! This special game save is marked with a star. When 

you load this save, you wil find yourself in Argonia shortly before the batte with the last boss. Items such 
as Yggdrasil leaves that were used in the last batte are back in your inventory. You can now go to a new 
location nearby (Fig. 10), which holds many secrets and reveals interesting information about the Hero. 


Find out more in the Top Secret section of the guide (starting on page 215). 
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MAUTEROUGH 
When you have 


collected all seven 
orbs, return to the 
stone archway on 
the Isolated Plateau. 
Each character 
must have at least 
one free space in 
his or her inventory 
to leave room for a Godbird Sceptre, which is essential for the imminent 
battle. Unnecessary items should be stowed in the bag to clear space 

in the inventory. Once you are thoroughly prepared, have the very best 
equipment available and plenty of time, confirm that you are ready for the 
final battle. Your HP and MP will be restored, and the battle commences. 
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Meteor shower: approx. 60-90 HP party 

Double attacks: he hits two characters (or one character twice) with ane ball 
from his staf, inflicting approx. 130 HP. 

‘Blow from his arm: inflcis over 100 HP on each member of the party 

‘Heals himself using meditation (500 HP) 

‘Can íully replenish his MP. 


++ 
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The Hero (or another strong character) should attack with increased tension, a 
‘second character ‚7. Yangus, should heal the others regularly with a sage’s stone, 
or cast Kabuff. Angelo can brandish the timbrel of tension and Jessica can cast 
support spells such as Magic Barrier, Insulale, Kabuif (using the rune staf), Oomph 
and Sap, and heal with the sage’s stone. The olher characters should join in the 
attack if they get the chance. 


Well thats the theory, but the actual battle often takes a completely different 
course! If the characters are at a low level, lor example, you may need lo assign two 
characters lo concentrate solely on healing. One should equip the meteorite bracer 
to ensure maximum agility and should then act before the boss wherever possible, 
while the other heals at the end of the tum. 


Alfist glance, none of (he boss's attacks appear particulary deadly (one action inficts 
‘around 200 points of damage), but the danger lies in the combination and frequency of 


the ball on the end of his staff (2x approx. 130 HP). If the timing is not in your favour (in 
‘one turn, the boss attacks after he has healed himself and in the next turn he attacks 
before healing), a double-pronged attack like this could have fatal consequences. 
‘Fallen characters should be resurrected immediately using Kazing or an Yggdrasil lea. 


With the frequent wave of ice and the constant need for healing, there is little 
opportunity to faunch a major attack. Gigaslash at high tension can inilict around 
1000 points of damage, but you are more likely to succeed by staging numerous 
‘smaller attacks ‘Helm Splitter, Twin Dragon Lash) at lower tension, each 


(Gigaslash, 
of which wil nfi a few hundred points ol damage. wara 
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Secrets 
The many secrets of Dragon Quest will be revealed to you in the following 
pages. The whereabouts of all hidden mind medals will be divulged, all 
side-quests explored, optional hereic deeds detailed, Monster et ranks 
conguered and neuch more. Finally, the deepest, most hush-hush secrets of 
all will be exposed in the sealed “Top Secret” seltion of the guide. However, 
to avoid spoiling; your ll enjoyment oj of the Dragon quest experience, it's 
vecomumended that you only open this zeltion after you've completed your 
fest Playthrough pe the game. 
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TRIAL AND ERROR. 


The Walkthrough in this guide deals primarily with vital tasks which must 
be completed in order to finish the game. However, to get the maximum 
enjoyment from the adventure, you should also take time to talk to the 
townsfolk, explore and examine objects and generally just try things out, 
for example: 


+ Give “wrong” answers in conversations. Sometimes doing so can 
produce some amusing reactions. 


* Return to areas that you have already visited and talk to the 
inhabitants again. They may answer differently, depending on where 
you are in the story. 


* Occasionally, individuals may also react differently if someone else 
other than the Hero is leading the party (Fig. 1), so try switching the 
order around from time to time. 


* Consider the day/night cycle factor. For example, there is often more 
happening in pubs at night than during the day, and vice versa. 


Some fun things to look out for: 

+ When you have defeated the Mole Hole boss, a “To let” sign is 
erected in the room on the first floor. You may even encounter some 
potential tenants there towards the end of the game. 


+ Bangerz's mood turns sour when you head for Port Prospect with 
him in tow. 


+ When you have solved the problem in Ascantha, you can observe a 
conversation between the king and his maidservant. 


+ Have you tried “using” a cowpat in the inventory yet? Eww! 


+ Jessica will tell the kids in Alexandria the latest news when you return 
to the village and talk to them (Fig. 2). 


+ If you go round the back of the Farebury armour merchant's stall and 
talk to him after certain key events in the game, he will tell you the 
location of various recipes: the thief's key recipe (after you complete 
the Waterfall Cave), the Eros’ bow recipe (after you acquire the ship), 
the imp knife recipe (after the Dark Ruins) and the dragon slayer 
recipe (after you emerge victorious from the Black Citadel). 


The puppet player and puppet master monsters (Fig. 3) sometimes 

use their hand puppets to act out a Love Story. Observe the different 
reactions of the characters if the attacks “work”: the Hero becomes 
totally disorientated and confused, Yangus finds the whole thing hilarious 
and laughs so much that he is unable to attack, Angelo falls asleep from 
boredom and Jessica is totally enraptured (Enthralled). 


You can also try to “vary” things a lite: 


+ You can, for example, choose to leave Angelo behind at Maella Abbey 
rather than taking him with you. After visiting Pickham and completing 
the Swordsman's Labyrinth, however, you will be unable to proceed any 
further without him. 


+ 


If you obtain the Venus’ tear before visiting Red for the first time, the 
meeting will follow the same course as if you didn't already have the 
item that Red wants so badly. Yangus will then explain why you couldn't 
initially reveal that you had the jewel. 


+ Jessica automatically learns the spells Kasizzie and Kacrackle after the 
dramatic events in Arcadia. If you have been dragging her around dead 
for most of the time (purely theoretically, of course), she will end up 
learning these strong spells before their weaker versions, Sizz and Crack. 


THE CORRECT POSITION 


A characters position in the party's line-up affects how 
frequently they are attacked. There is no difference between the 
first two positions, but the fourth position is the safest place to 
be (Fig. 4). The percentages change depending on the number 
of party members. In theory, the chances of being hit break 
down as shown in Table 1 


As the weakest character, Jessica is safest in fourth place. 
However, if you reposition her at the front of the party she 
has some (obvious) advantages (Fig. 5). Some well-chosen 
items of equipment can also alter her outward appearance 
(see list to the right). 
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RESISTANCE Of THE CHABACTERS 


Each character has a secret resistance to certain attack spells, which reduces the normal amount 
of damage inflicted on them by approximately 25%: 


THE NUMBERS GAME 

Skills: When you concentrate on increasing a particular skill, you will @Ventually reach a limit, 

and will have to increase the other skills for a while. When you reach the next level, you can then 

increase the main skill by two more points. The rule for the “cut-off point” is as follows: 
| Levelx 2 + 25 = point limit 


On Level 1 the limit is therefore theoretically: 1x2 + 25 = 27. This means that you can fully 
master a skill from Level 38 onwards (38x2 + 25 = 101). 


Super high tension: With practice, the characters will eventually be able to increase tension 
to 100 (Fig. 6; also see the How To Play chapter on page 19). This will happen after you have 
used tension 90 times, i.e. you have either used Psyche Up or attacked with increased tension. 


However, even when you have passed this threshold, it will not happen every time. Sometimes a 2 60 10 
character will still only be able to raise tension to 50. 3 90 10 
Munchie: The ability of this small rodent is limited. He can nibble two pieces of cheese per battle 4 10 
(Fig. 7), which means he can only attack twice. 8 20 

10 60 


Defence and Agility: These attributes can be increased during combat using spells. Acceleratie 
increases the characters’ Agility by an amount equal to the basic Agility value. Buff increases one 20 600 210 
character's Defence by 50% of the basic value, and Kabuff increases all characters’ Defence by 


25% of their basic value. The upper limits of these increases are: 20 Le gel 
40 1200 | sio 
Defence = basic value + 20 E 
Aoiïty = 999. 50 1500 1260 
60 1800 1810 
Agility: A higher Agility value does not automatically mean that a character attacks first. The 


random factor also plays a large part. This is calculated as follows: ze = En ge 


(Own Agility/enemy Agility) x 50 = % chance of the first attack. 
Example: Hero's Agility: 215, enemy’s Agility: 200. (215/200) x 50 = 53.75. / 
| The chance that the Hero will strike before the enemy is around 53.75%. J @ 


ed 
Alms: The cost of certain services performed by the church increases depending on the > Ams 
character's level. While the cost for removing cursed items increases by 30G per level, the 
“donation” for resurrecting characters initially remains the same, although it will eventually start to, 
rise. A few examples can be found in Table 2. 


Prict you have sold a large number of units of a particular item, this can cause the pfict, 
of the item to drop. However, there are four items which have an unusual pricing scale: st 
medicine, special medicine, mystifying mixture and plain cheese. 


The price of these items triples after 29 units are sold and returns to, AHS normal price after 
50 units are sold ( 


BETTER STEALING 


The skull helm is a cursed item which reduces Yangus's attack power to zero, 
and can therefore be used to obtain items. The success rate of the thieving 
abities Steal Sickde and Stainless Steal Sicke (Fig. 8) is normaly minimal 


THE YGGDRASIL LEAF SHOP 


You can only buy a leaf in the Yggdrasil leaf shop in Argonia if you don't 
already have one in your inventory. You can circumvent this restriction by 
clever use of the alchemy pot. Start a mix with the leaf that you already 


However, equipping the skull helm enables Yangus to strike an enemy frequently 
and to use these abilities without kiling the monster. Even more importantly, this 
haunted helm is an essential element for mixing the timbrel of tension… 


have, and then buy another one. You can then stop the mix, leaving you 
with two leaves in your inventory. 


LEVELLING UP —- 


There are plenty of useful places to visit if you want to boost your characters’ 
stats, depending on how much time you have on your hands. Owing to the 
huge amount of experience points earned for defeating them, metal slimes 
(1350 EXP), liquid metal slimes (10050 EXP) and metal king slimes 

(30010 EXP!) are ideally suited for levelling-up purposes. Unfortunately, 
these shy creatures rarely allow themselves to become embroiled in combat 
and are highly likely to flee should you engage them in battle. Attacks with a 
higher critical hit rate are suitable here, as the Defence value of your victim 

is irrelevant, so use Thunder Thrust/Lightning Thrust (spear) and Hatchet 
Man/Executioner (axe). 


The Metal Slash sword skill inflicts 1-2 points of damage per hit on a 
metal monster and the effect is doubled when used with both a falcon 
blade and an Über falcon blade. The liquid metal sword inflicts 2 points 
of damage per hit. 


Jessica's usefulness Is limited when fighting metal slimes. One hit from 
her Twin Dragon Lash often inflicts 1 point of damage, but these random 
strikes have little effect against a group of enemies. In such instances, 
Blow Kiss (Sex Appeal) works best, as it usually inflicts 1 point of 
damage. Jessica can also increase Agility using Acceleratie to enable the 
party to strike as many times as possible before the monsters flee. 


You could also choose to deploy a Monster Team whose attacks have a 
high critical hit rate. However, this can be a risky strategy, owing to the 
unpredictable nature of their actions. 


Note: The Holy Isle of Neos is perfect for raking in the gold, as 
the gold golems that inhabit the area leave behind large amounts of cash 
when defeated. 


+ Ruined Abbey: Metal slimes. Reco! 


ine level: 10-15 
En 
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Kingdom of Ascantha (from level 15): Metal slimes by the river 
between Riverside Church and the cottage by the water. 


Trodain Castle (from level 18): Liquid metal slimes (only rarely 
encountered). 


Island northeast of Farebury: Here, metal slimes are accompanied 
by treevils and bomboulders. A treevil can resurrect a dead metal 
slime with an Yggdrasil leaf (up to twice in one battle). A bomboulder 
can resurrect all the other monsters and the treevil may then use two 
more Yggdrasil leaves, meaning that you can defeat the same metal L 
slime many times during combat, in order to gain EXP multiple times. _ _ TNSVORTHINMNG 
Island in the southwest (ton the rap) Liquid meal sies Cabos HE 

also appear here — a good chance to earn some gold. 


East Argonia: Large groups of metal slimes in the forest just before 
the royal hunting grounds. This is a good opportunity for levelling up 
between levels 25 and 35. 


Dragon Graveyard (from Level 35): Metal king slimes appear with 
beelzebuzz, who can resurrect other monsters. 


Howlwind Hill is a paradise for metal slime hunters, where you can 
expect to find large groups of metal slimes and liquid metal slimes, 
and two metal king slimes (Fig. 9, Fig. 10). After the victory in the 
Black Citadel, new enemies appear alongside the slimes. Other similar 
areas can also be used for levelling up later in the game (see the Top 
Secret section). 


You will often find useful items or have memorable encounters in the town and village wells: 


+ Farebury: You will find a treasure chest containing a leather shield. 


+ Port Prospect: You can talk to a friendly monster here. The content of the conversation will 


change after you have fought the local boss. 


+ Ascantha: You will notice something twinkling in the well (Fig. 1) which, on closer inspection, 
turns out to be a lady's ring. Take it back to Farebury and go and talk to the man on the upper 
floor of the inn (Fig. 2). If you show hìm the ring, you will receive a seed of wisdom. Don't wait 
too long before visiting him, as he will disappear shortiy before you acquire the ship. 


+ Pickham: This well houses an unusual health spa for ruffians and tough guys! You will find a 


mini medal and a phial of amor seco essence in nearby pots. 


+ Hilltop Hut: There is an enormous crown in the well next to the hut. A voice will ask for your 
help when you examine the crown and, if you lend assistance, you will be rewarded with a 


slime crown. You can then talk to the slimes. 


\ Take a hike up to the hut on the mountain overlooking the Waterfall Cave. Here you will find two 

“+ sacks hanging on the wall, containing a seed of agility and a phial of holy water. If you speak to 
the unfriendly, scowling resident, he will ask you to fetch his tool bag, which he has left under a 
tree with red leaves. Leave the hut and look to the east, where you will see the red treetop some 
distance away (Fig. 3). The tree is easy to find. When you reach the last fork in the road before the 
checkpoint, continue along the path leading east rather than taking the path to the south. The tool 
bag is lying on the ground by the tree. If you continue southwards you will find a treasure chest 
containing 82 gold coins (also see page 106). Take the bag back to the hermit, who will reward 
you with eight pieces of plain cheese. You can either sell them or use them in battle. You'll find that 
they have an astounding effect on Munchie. 


You can pay further visits to the cheese man later in the game. When you have acquired the ship, 
he will give you four pieces of mild cheese, two pieces of cured cheese and two pieces of angel 


cheese. After you have fought the boss in Neos, he will reward you with three chunks of 


highly-strung cheese. 


The first time you meet the extraordinary Morrie, he is 
standing on the roof of a building southeast of Pickham. 
He hands you “memos” about three infamous monsters: 
Lonely Joe (who lives southeast of Maella Abbey), 
Squiggles (who resides on the beach southwest of 
Morrie's Place) and Smiles (who patrols in front of 
Trodain Castle). Once you have located and defeated all 
three, go back and talk to Morrie, who will then take you to 
his Monster Arena. 


Morrie's Monster Arena is a fascinating place, where infamous 
monsters battle each other for prizes and kudos. If you talkto. 


COMBAT IN THE ARENA 


A team comprises up to three monsters. Combat in the arenais. 
divided into “ranks”, the lowest of which is Rank G. To win a 
rank, your monsters must survive three consecutive battles, 
against three different enemy teams. Victory is yours if at 
least one of your monsters is still standing at the end of the 
battle. The team that achieves first place in a rank receives 
an item as a reward and can then progress to the next rank. You will 
usually also receive a bonus from the ever-excitable Morrie. The most 
important bonus is awarded after Rank E‚ when you earn the right to 
deploy your team during battles in the field. 


Your chances of triumph in the Arena are remote with the three monsters 
that initially make up your team. If you want to progress through the ranks, 
you must seek out more powerful monsters, defeat them and then recruit 
them onto your team. You should also consider the order of your monster 
line-up. As with your “human” party members, the first monster in line will 


we flämbeyânt Mr. Morrie at ringside, he will ask you if yau want to form 
your own team. The first time he asks, you can answer “No” just forfun! 
If you answer “Yes”, you will be appointed as a Monster Team Owner and. 
will be prompted to name your squad. Morrie can suggest a list of names 
if you can't think of anything suitable. From this point on, a new option, 
Monster Team (Fig. 4), will appear in the Misc. menu. You can use the 
Monster Team menu to change the order of your team monsters and also 
to alter your team line-ups later on. In terms of practical applications in 
the field, you can now recruit infamous monsters that you defeat on your 
travels to yourteam. When you have finished talking to Morrie, he will 
hand you the Monster Arena key, which you can use to come and go as 
you please inthe Arena. 


be hit most frequentiy 

and the last will be 

hit the least. You 

should therefore put 

the monster with 

the lowest HP and 

Defence in third place. 05 


When your team is ready to roll, talk to the man behind the registration 
counter (Fig. 5). Pay the entrance fee and GET IT ON!! The monsters fight 
automatically and their actions are totally out of your control. Your 
monsters’ HP will usually not be restored before the second and third 
rounds (although there are rare exceptions to this with certain super-monsters), 
but each new set of enemies you face will have full HP. On the upside, 
your monsters start every fight in the wild with maximum HP but if one 
of them dies, Morrie is the only one who can resurrect it. 
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overl ( 
Bulfinch (77 HP) 


[otbelly (Kingdom af Todain), Hackzila (Farebury region) 
Brichman (Mael region) 


Recommended monsters 


Round 3 
Dancing devil (70 HP) 
Wali weed (£3 HP) 

Bedail hipster (103 HP) 


Jargon (120 HP) 
ahaalanan hate he) 2x Dingaling (72 HP) 


[Recommended monsters [see Rank G 
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rough several ranks 
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Round 1 Round 2 


Round 2 Round 3 
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Bdailat (5 HP) Witch (130 HP ng (183 HP) 


watenseortiëzie | waaneer | HP, 
Night 123 HP) Mummy (143 HP) elf gl 


Recommended monsters [see Rank G 


Recommerded monsters [see Rank G 
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per bate (nitialiy). The team wil ight independent ple of tumms in 
ie party. They begin each bate wi reshiy epi P 


[which case only Morrie can esurrecl 


mmmand. ou will need a beter eam or Rank C, so board your ship 


our Rani G team wil probabiy tun Ini dificuïies or the vst ime at tis point 
lar during the second round. Il your team wins, you can henceforn have nine 
on à monster hun 


[Talos (Holy Isle of Neos). Goldman (Holy ste of Necs 


Recommended monsters |De ES Mene) 


Tne Rank C team is a crack Nghting force both inside and outside the Arena. You wil Ind 
of he recommended monsters on he Isle of Neos. Talos is a tough cook, 0 ty 
using a monster eam featuring Potbely to send him to sleep. ve recruied him, 


[sail nothwestwards and go ashore right nexd to Oumbking 
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Í Fee 
ores tonus 
En 
Round 1 Round 2 Round 3 Round 2 Round 3 
| Ĳ Mecha-mynah (178 HP) ing ox (320 HP ne guardian (401 HP) Rockbomb (180 HP) 
Í ae) Hunter mach (256 HP) Bone baron (315 HP ne golem (612 HP) 
oe weent els Clockwork cuckoo (240 HP) Phantom fencer (400 HP) 


‘anything Dy us 

ind turneri of 

you may have to Hero's 
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side he Monster Arena 


before giving it anolher ty. 
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rank A 
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| Round 1 Round 2 

Frou-fou (540 HP) 

Cyclops (650 HP) 
“Toll (508 HP) 


Great sabrecat (670 HÉ 
2x Jumping jacta (525 


[Talos or Skeledoid (Nor 
sle) Curer or Octuri 


Recommended monsters. 


Steropes, Seledoid and Octuron rstappear nen you Tare passed Rank Ochrion 
should replace Cure as he has more HP and can stre win greater 


HOW MANY TURNS CAN YOUR TEAM se 


HAVE DURING COMBAT? 


This number is irrelevant in the Arena, but when you use Call Team to 
summon your monsters to fight for you outside the Arena (Fig. 6), your 
helpers will vanish after a couple of turns. Exactly how many tus 
depends on a particular attribute, which is explained under “Turns” in the 
Monster chapter (page 91). Total the turn values of your team monsters 
and then add the potential team bonus (see Special Monster Teams). The 
end result of the equation is the number of turns your team can remain 
in combat. 


Take as an example ateam comprising Brontes (1 turn), Steropes (0.8 turns) 
and Arges (0.9 turns). As the Far From Heaven team, they receive 


Round 2 Round 3 


Dullatan 706 HP) Liquid metal stie (5 HP) 
P) ‘Hel gladiator (986 HP) 
Curesime (545 HP) 


gran (Maela Region) 
estsle) 


id and Curer/Octurion can win with a bi of Luck but 

ound wil be very hard to defeat without a critical hit 

ul make things much easier for yaursel you forma team 
onerman, wa together represent a virtual invincible unit 


tazinal your monsters will begin the next round 


the bonus: “turn +1”, so: 
1+08+09+1=37 


Decimals are rounded up, so the end result is that 
Far From Heaven can take four turns in combat. 


TEEM 
ASTER EN 


THE INFAMOUS 
MONSTEERS 


There are nearly 80 infamous monsters 
available to recruit (see also the Monsters 
chapter pages 91-99). Some of them may 
be encountered only during the day £+, or 
only at night 2), while others only appear 
under certain special circumstances: 


[EJ Rank F accomplished 
[B] Rank D accomplished 
[B] Rank Braccomplished 


[GB] „zhe game has been played through 
to the end. 


© Copper monster coin 
(&, Silver monster coin 
WO Gold monster coin. 


Some monsters may have several possible 
habitats, but this doesn't mean that they will 
appear simultaneously in different places. 
You will encounter them at only one of their 
possible locations at a time Even infamous, 
monsters can't be in two places at oncel 


If you flëë when battling an infamous 
monster, it will disappear and then reappear 
once,you have entered a town or dungeon 

If you withdraw a monster from your team 
and release him back into the wild, he will 
return to-his original habitat. Infamous 
monsters do-not gain any experience points, 
by winning battles, but their attributes are 
enhanced when the Hero advances through 
the levels. 
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SPECIAL MONSTER TEAMS 


If specific monsters make up a team, they receive a secret special ability or a team bonus that 
enhances their attributes. The team's name will be displayed as it enters the Monster Arena. 


Some teams comprise two or three specific monsters, whereas you may form other teams from a 


selection of monsters. Many of the special teams have an additional requirement 
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found in the back room of the pub in the 
southeast of Pí ce you have given Red the Venus’ tear, you can 
make your first deal with the black market merchant. He is always on the 
lookout for items that can only be produced in the alchemy pot (except 
special medicine, which can also be found elsewhere). You can find the 
location of the ingredients in the items chapter. 


E 
Reinlorced boomerang _ | 500 
Ring of immunity E 
Robe of serenity 
| sandstorm spear 
Crimson robe EE 


medicne 


ing + poison ness Bandtae 


Parisan + sants ashes 


api water + rook gras 


Dodgy Dave will repay you with gold or rare items. 


The transactions are always carried out in order, one after the other. 
Once you have acquired the item that Dodgy Dave is currently after, and 
spoken to him about it, he will turn his attention to the next item on his 
list, whether or not you have given him the previous item. 


medal, 


There are a total of 115 mini medals to be found in the game. These precious 
items cannot be sold or discarded, and can only be exchanged for rewards. 
with Princess Minnie (see list on page 154). The last prize is awarded for 

110 medals, so there's no need to find them all. After Minnie has awarded the 
last prize, she will not accept any more mini medals, although she will take any 


[on | areoury Chest in chu 


Dodgy Dave is instantiy able to tell if you have one of the items he 
requires. If, for example, you already have some special medicine and a 
reinforced boomerang the first time you speak to him, he will immediately 
propose the first transaction. You can accept or decline and he will then 
immediately start the second transaction. Again, you must make your 
decision on the spot. Regardless of whether you answer is “Yes” or 

“No”, Dodgy Dave will then propose the third transaction. 


Once you have obtained the crimson robe (and either given itto Dodgy Dave 
or kept it for yourself), he will start again from the first tem on the ist. From 
that point on, he will only repay you in gold coins (although he will give you 
more than a normal merchant would): No. 1 = 400G, No. 2 = 10006, 

No. 3 = 3500G, No. 4 = 4000G, No. 5 = 60006, No. 6 = 12000G. 


surplus medals from you in your ast transaction. 


Don't expect to receive your final reward during your first 
playthrough, however. The last eight medals can only be 
acquired if you save your game after the final credits have rolled 
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ADDITIONAL CUTSCENES 


Be sure to pay extra special attention when exploring Trodain Castie. Short cutscenes featuring 
Trade will play if, for example, you examine the grand piano in Medea's room (Fig. 8), the sceptre 
chamber, or the throne. 


If you examine the huge gate in the northern part of the town of Neos before your trip to Purgatory 
Island, this will lead to an encounter with Marcello. Another meeting can be initiated in the building 
with the glass lift shaft behind Savella Cathedral (Fig. 9). 


SAVELLA AREA 


You can obtain two hidden items on the island where Savella Cathedral is situated. There are two 
tame birds ín the vicinity: one to the northwest and one to the west of the island. Examine each of 
them to receive a anda (see page 179) 


THE SOUTHWESTERN ISLE 


There is a small island thats not marked on the world map in the far southwesten comer of the word 
(Fo. 10; also sep page 52) Here, you wil ind wo chess on is a mimic in degus, te ofer coran a 
You can also expect to bump into the infamous monster Bladewolf (rom Rank D onwards) 


DESPERATELY SEEKING BAUMREN 


When you visit Chateau Felix near Baccarat, you will be assigned the task of finding Baumren. Your 
quarry can be found in a small valley that is surrounded by trees, directly east of the Chateau, 
However, because the nearby bridge has been destroyed you must go the long way round to reach 
the clearing. 


Ride round the back of the hill on which the Chateau is located and follow the path, Bear left 

(northwards) at the treasure chest containing the mini medal and cross the bridge (Fig. 11), then A 
immediately turn left and make for the glade, which is dominated by animpressive stone circle, 

Wait there until daybreak. aston 


Once you have completed all your tasks in Arcadia'and are-of your,” 
way to Blizzard Peaks, you can enter Golding's mansion in Baccarat. 
Talk to the twins Cash and Carrie (Fig. 12) to start the side-quest, 
which will eventually lead to the opening of the casino. It will make. 

no difference to the gameplay if you choose to be Cash or Carrie's 
bodyguard, but the cutscenes will be slightly different depending on 
which twin you pick 


You will rejoin your chosen “escorte” at the entrance to the Dragon 
Graveyard. You can land right outside the dungeon if you have the 
Godbird's soulstone. If not, you must first traverse the forbidding 
Desert. You should have attained at least Level 32 before attempting 
this dungeon. Don't wait too long, though, as this side-quest will no 
longer be available after you've defeated the boss in Neos. 


pesear. 
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144 | Death scorpion | 6 Dream blade | N 


DESERT CHAPEL 


The Desert Chapel is situated in the northwest region of the desert. You 
can spend the night there or visit the merchant to buy and sell tems. 


ACRBOSS THE DESERT 


There are four wells in the desert, each with large whirtwinds swirling around 
inside (Fig. 13). They immediately transport you to another well if you stand 
in them. The wells next to the treasure chests are thus linked to each other, 
as are the two wels near the church and at the Dragon Graveyard 


DRAGON GRAVETARD, 


Doors of Judgement 


RER 


Dragon Graveyard 


Inn 
Price: 15 gold coins (per person) 


ITEMS 
1 | Map* El el 
2 | mini medal 
3 | Dragon dung 
4_| Dragon shield” 


'skey °” Maglohey 


MONSTERS 


167 | Beezebuzz 
(168 | Kauing machine — 
171 | Metal king slme 
174 | oragum 


175 | Smacker 


OPEN DAY 


The dungeon is locked at the beginning, but it will open when you agree to undertake the bodyguard 
task (see page 209). Cash or Carrie willthen be waiting for you at the entrance. If you decide to skip 
this side-quest, the entrance will eventually open up after the appearance of the Black Citadel 

(Fig. 14), but you will not encounter the boss enemies. 


IN THE DUNGEON 


A short way into the dungeon you will see a chest to the right containing the map. The map will help 
you get your bearings and locate the other three items. The casino side-quest will entail either Cash 
or Carrie accompanying you (Fig. 15), however, they will not participate in the events that follow. On 
your way through the dungeon you will meet several members of the other bodyguard team. 


Beelzebuzzes can resurrect all dead monsters, so it is advisable to defeat all beelzebuzzes first, 
unless they appear alongside a metal king slime. You can acquire another 30010 EXP if the slime is 
resurrected and then defeated all over again 


RA Bourand 


red Hocn Beast 


Atak Aqliy El 


Defence KI Level 40 


L 


These two monsters are extremely powerful. A critical hit from Red 
Fang could easily inflict 250 points of damage. There is no special 


tactic you can employ here, but you should increase tension, reduce 


the monsters’ Defence and increase your own Defence and Attack. 


There is a slight chance that the dastardly duo may leave behind a 


seed of strength or seed of wisdom. After the battle, touch the crystal 
ball in the room behind. Next, return to Baccarat, where the casino 
will have miraculously reopened. You will be rewarded with 

600 casino tokens for your sterling efforts. 


BACCABAT CASINO 


The casino is closed initially and will only open if you complete the bodyguard 
of the game. 


As in Pickham casino (see page 138), one token costs 20 gold 
coins. However, the stakes are higher in Baccarat. You can 
bet up to 300 tokens at bingo and there are one-token and 
ten-token slot machines, as well as a hundred-token slot 
machine, where the maximum jackpot is 100000 tokens! 
Unfortunately, your chances of beating the one-armed 
bandits are very slim (although the bartender in the pub 
downstairs will try to convince you otherwise). Baccarat 
casino also has two roulette tables (Fig. 16) for you to try 
your luck on. 


All the items available in Baccarat casino are extremely 

useful. The Gringham whip is the most powerful weapon of 

its type for Jessica, the liquid metal armour is required to 

make the best armour, and saint's ashes are essential for 

purifying cursed items in the alchemy pot. You can also 
cash in any tokens won in Pickham in Baccarat, and 
vice versa. 


211 


EE [ED 

7: Blue rang Beast 
[2630 3 Agilty 7 
Le Lee 0 
En ] 

_EN O 


side-quest (see page 209) or when the Black Citadel appears toward the end 


BACCABAT CASINO 
E 


CHANGE 


Prayer ring 
Spangled dress 
Saint's ashes 
Falcon blade 

Liquid metal armour 


Gringham whip 


200000 


SOEAUESTS 


ROULETTE 


To win at roulette, you must guess 
the number on which the ball will 
“land”. There are 28 slots in the — 


wheel, numbered 0-27. You can bet 


on specifie numbers or on groups 
of numbers and can wager anything 
between 1 and 500 tokens. You 

are allowed to place multiple bets 
on a single game. If you bet on 

the winning number or group 

of numbers, your stake will be 
multplied by a certain amount (the 
“multiplier”. The following is an Saken 20} 


overview of the different ways you 
can bet (the screenshots to the right 
show two examples of each) 


The zero is neither odd nor even 
red nor blue. Of the remaining 
27 numbers, 14 are red and 13 
blue and 14 are odd and 13 even 
In other words, your chances of 


winning if you bet on red and odd 
numbers are slightiy higher (50%) 
than with blue or even numbers 
(approx. 46.4%) 


Winn 


If you don't want to 


trust to luck alone when playing roulette, you can try using a system. 
You must be patient, as you will need to save and reload your game 
numerous times. Here is an example of one such system. (You can of 
course aim lo win the first few thousand tokens at bingo, or vary or 
combine the steps below in any other way you like.) 


Initial capital: 1000 tokens. Stake: 500 each time. Remember 
fo save every time you achieve a target, otherwise when you 
load a game you will return to à point before your most recent 
stroke of luck at the tables. 


WEN zet on rea or odd unt you have 2000 tokens. 


ER Bet on a double row (six numbers), then save the game when 
you win, Target: 5000 tokens. 


Bet on two adjacent numbers. If you are successful, you will win 
7000 tokens. Target: 10000. (This should take less than an hour.) 


ER Bet 500 tokens each on two individual numbers. 
Target: 20000 tokens. 


Bet on four individual numbers. (If you 
lose 10000, load the game from the last 
save.) Target: 45000 tokens. 


Now it starts getting tricky. By using one of two methods, you should 
win between 200000 and 300000 tokens within a couple of hours: 


PR} Select 5, 8, 11, 14, 17, 20 or 23. Bet 500 tokens on your chosen 
number, 500 tokens on each of the four pairs of squares 
containing this number and 500 tokens on each of the four 
blocks of four squares containing the number. Using 14 as an 
example, you could bet 


185 AEM, 14413, 14416, 14417; 1411412415, 

18411410413, 18+19+16+17, 14+17+18+15 (Fig. 17) | 
If you start with 45000 tokens, you will be able to afford at least ten 
altempis. Il the ball lands on 14, you will win 56000 tokens. If you 
lose everything, simply reload the game. 


FE} There is another tactic that you could try if you have at least 
30000 tokens: select each of the 18 possible bets on one 
horizontal line, €.9. B. 2, 2+5, 5, 5+8, etc. (Fig. 18). 


The total stake is 9000 tokens, but you have almost a 1 in 3 chance 
of winning 29500 tokens. 
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There are other systems where you are guaranteed to win, but only a Another system offers a slightly higher success rate, but also a 

very small amount. For example: greater risk of losing: bet on four separate blocks of six (4-9, 10-15, 
16-21, 22-27) (Fig. 20). Your chance of winning is over 85% and you 

Bel 500 tokens on each of the eight double rows and 360 tokens on will make a profit of 500 tokens each time you win. Playing the wheel 

the double row containing 0, 1, 2 and 3, then bet 90 tokens each on 100 times should therefore net you more than 10000 extra tokens. 

0, 25, 26 and 27 (Fig. 19). The total stake is 4720 tokens, and you 

are guaranteed a profit of between 280 and 320 tokens. 


LE CLUB PUEE PUEF 


You wiltfind the Club Puff Puff near the-wäterfall to the far northwest of the kingdom of Argonia. As 
tis on the west bank of the river, you can only access it from the direction of the chest containing 
the prayer ring. You will need the ultimate key to open the purple door (Fig. 21). 


A mini medal and a silver platter are waiting for you inside (both items are in cupboards), as well as 
some very “special” treatment. Prepare to be amazed and amused. 


AREAS ACCESSIBLE BY AIR 


The Godbird's soulstone enables youto reach not only the Untrodden’Groves and the Lord High 
Priest's Residence but also another ten previously inaccessible locations. Although visits to-these” 
areas are not essential to the plot, they are included in the-main Walkthrough because ofthe 


valuable items that can be found there, You will find an overview on page 187. vac SND 
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IN THE SHADOW Of THE BLACK CITADEL 


After the Black Citadel has appeared, you should pay a visit to Red. She will express her thanks by 
giving you the flail of fury for Yangus on permanent loan. 


There is also a treat in store in Argonia. After the bazaar moves to the temple in the northwest, 
some new barrels appear, containing a seed of magic and a mini medal. These voluntary 
excursions are also mentioned in the Walkthrough to ensure that you do not miss the hidden items. 


A king squid is causing havoc near the item shop in Baccarat (Fig. 22). This angry monster's 
values differ from the norm (1620 HP. 570 EXP). There is an outside chance (1 in 256) that it may 
leave behind a seed of life. The monster is easy to defeat, although Whack has no effect. The 
townsfolk try to tempt you with 200 casino tokens as “hush money”. If you refuse their initial offer, 
they will increase the amount fo 400 tokens. 


Don't worry if you didn't manage to get all of the items left in the Black Citadel before it was 
destroyed. You can get them later on, “one floor lower”, so to speak — amidst the ruins of Neos. 
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TROELS’ MAZE SE 


ITEMS MONSTERS 


Hell sabre * King cureslime 
164 | Troll 423 


195 | Cyclops 482 


2 | mini medal 
2 seeds of strength, 3 seeds of ite (4) 


en en 197 | snapdragon 436 
Boss troll 
Great troll 
Fk 


MIRRBOEB, MIRROR ON THE WALL 


You cannot enter the Trolls' Maze until you have foughtthe boss in Neos. The concealed entrance 
to the maze is in Argonia. Head there and talk to the locals who will inform you that the Chancellor 
is missing. His house is the large building on the hilside in the eastern part of town (Fig. 23). Go 
there at night and examine the glowing mirror in the upstairs bedroom (Fig. 24). This wil teleport 
you to the Trolls' Maze 


Itis easy to find your way around this small clearly laid out maze, but the great trois you wil 
encounter (very occasionally) are extremely dangerous, as a critical hit rom them can infict over 
350 points of damage. Two boss tros await you at the centre of the maze. Talk to the second troll 
If you answer “Yes” to both his questions, he will restore all HP and MP to your party. The battle will 
commence if you answer “No” to the second question, or if you say “Yes” when you talk to the troll 
for a second time 


hol 


Although the two boss trolls are more powerful than normal Boss Troll 
from the demon family, they don’t put up much resistance, apart je 150 NN 8 Aolliy 
from landing occasional critical hits. Once you've defeated them, the = ee = 

Chancellor of Argonia thanks you for rescuing him and rewards you with 
two seeds of strength and three seeds of life, 


DARK MONSTERS 


After the fall of the Black Citadel, the monster population in many regions changes. Some 
monsters can no longer be found in their former habitats (although none disappear completely) 
and are replaced by other generally more powerful monsters which have spawned from the World 
of Darkness (Fig. 25) 


For example, dark slimes, shadows, dark condors, dark skeletons, dark ministers, dark turkeys, 
dark duilahans, archdemons, bobongas, caped caperers, mimic kings, dullahans, wight priests and 
dark sabrecats now lurk in some parts of the Farebury region. 

Note: You will not be able to complete your list of defeated monsters until you have finished your 
first playthrough of Dragon Quest. 
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Because we don't want to reveal too much about key events at the end of the game, picturé 
the bosses you meet after your fight with Dhoulmagus have been placed in the sealed Top 


section on pages 216-217. 


BOSS IL, page 118 
az 


Khalamari 


Boss 111, page 28 


am BAD 
BOSS FV, page 142 BOSS V, page 151 BOSS VL, page 163 BOSS VII, 
No. 264: No. 265, No. 268. No. 269. 


7vap box Don AAate Great Argon lizard Dhoutmagus 


STRICTLY CON£IDENTIAL! dt 


Once you have successfully completed the adventure following the Note: The Top Secret section also contains screenshots of the boss 
journey of the cursed king, you are finally ready to read the Top Secret enemies you encounter after the Dark Ruins, so it might reveal more 
pages. The sealed section reveals secrets that only become relevant about the game than you wish to know and possibly spoil your 

AFTER the end of the main game, so you won't miss anything if you enjoyment. If you choose to open the sealed section before completing 
wait until now to look at these pages. your first playthrough of the game, you do so at your own risk! 


This page reveals the boss monsters you will encounter after your first clash with 
Dhoulmagus. Clearly these screenshots would have given away too much of the plot had 
you seen them in the main Walkthrough. 
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Boss vir, page 16g BOSS IX, PAGE 175 


Boss X, page 182 Boss XI, page 185 
5 ed 


BOSS XIV, page 193 Boss xv, page 196 Boss XVI, page 196 
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BOSS XVII, page 196 BOSS XVII, page 19Ô BOSS XVII, page 196 BOSS NVIL, page 196 
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BOSS NVEIL, page 196 BOSS XIX, page 197 BOSS NN, page 
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NEW GAME, FRESH START 


If you save your game after the Credits have rolled, this save-will be marked with 
a star, as will any subsequent saves that you make after finishing the game for 
the first time. Reload from this save point to continue playing in Argonia just 
before your final battle with Rhapthorne. Before talking to Empyrea again on the 
Isolated Plateau and taking another shot at defeating the big baddie, you should \ 
note a number of changes to the world that you've become so familiar with. af Ì 


BATTLE LOG 


You can now choose from two Battle Logs: the current version and the final 
record for the initial playthrough. The latter is marked with a crown, and 
“blessed” with King Trode's comments on your performance. 


INFAMOUS MONSTERS 


Five new, monsters now inhabit the world. You must pass a trial before the last 
One (Hev) willappear (see page 225). See Table 1 for the locations of the new 
infamous-monsters. 


| maeia region: Two possible locations near the lork in the 
road lo he east ol Simplelon 


Groves: West of Tryan Gully. Daytime only 
tem Argonia: On the hill (only accessible by al) 


region: Outside the tunne 


THE DRAGON SHRINE IN 
BACCABAT BEGION 


When you spend the night at an inn, you will see in your dreams the mysterious 
place that is shown at the end of the final credits. A dragon statue sits on top of a 
mysterious shrine located between Baccarat and Le Club Puff Puff (Fig. 1). If you fly ” 
there and examine the emblem on the plinth underneath the stone dragon, you dl 
will be teleported to a bonus dungeon: the Dragovian Path. 


MINI MEDALS- 


You can collect 107 mini medals during the game (see list on pages 207-208) 
and you will find eight more in the secret areas accessed via the Dragovian 
Path: six in the Dragovian Sanctuary (see page 220) and two in the Heavenly 
Dais area (see page 222). As you only need 110 mini medals to receive your: 
final reward from the Medal Princess, you can afford to miss out on five 
medals, e.g. the one hidden in the sand on Egeus' Tablet, which is 
extremely hard to find. 


ITEMS 


1 | Liquid metal armour 


[2 | secaor sar 


Thanatos’ shield ) 
Elfin els 


Metal king spear” 


Liquid metal slime 


171 | Metal king slime 20 
216 ‚ Hell hopper 263 
217 | Dark devildog 397 
218 ‚ Heavy hood 438 


MB. TAMBOURINE MAN — 


By now, your basic equipment should always include thé timbrel of tension. 
Angelo is normally the best character to wield it regularly in combat. You can also 219, Hellstalker 405 
equip a meteorite bracer and Mercury's rapier to ensure that he is almost always 220 | Silhouette 156 


first to strike. 226 | Pandora's box 405 


You should be on at least Level 40 at this stage. Many monsters on the Dragovian 227 | Wight king 458 
Path can inflict 100 points of damage with conventional attacks, and a critical hit from 228 | Invisible swordsman 511 
a heavy hood can cost over 300 HP A pandora’s box can eliminate the entire party 230 me Jas 
in one go using Thwack, as can a Silhouette performing a Death Dance. Fortunately, 
both actions have a reasonably low success rate. Silhouettes also use cold breath 
occasionally, which can inflict up to 100 points of damage on all characters. 


Belial 


LEVEL L 


There ís no map of the Dragovian Path, but the following directions will help you to 
easily find your way through, as well as locate all of the items. Follow the route until 
you reach the large cavern (Fig. 2), then bear left. At the end of the passage, you will 
come to the first fork ín the path. Go left to find the first item, then continue until you 
come to a flight of steps leading downwards. 


On reaching Level 2, take the only path available to find a chest containing a suit of 
liquid metal armour (Fig. 3), then return to the fork on Level 1 and take the other path 
(ie. bear left when approaching from this direction). Wade through the shallow pool 
(Fig. 4) and head down the steps that take you to Level 2. 


LEVEL 2 


Follow the passage until you reach the large cave. Go left (Fig. 5) (southeast) to 
reach a chest containing a seed of skill, then continue northwest. Follow the path 
until you reach the next fork, which is marked by a large stalagmite and stalactite 
Go right to find a chest containing a cursed Thanatos’ shield, then return to the fork 
(Fig. 6) and follow the other path (south) until you come to a slope that leads down 
to the next level 


LEVEL 3 


Follow the only path available to you. You will soon arrive at a cavern. Skirt round 
the poisonous purple pools (Fig. 7) to reach the chest, which turns out to be a 
pandora’s box. Follow the path downwards. The turn-off to the left, just before the 
exit, only leads round a large pillar of rock. When you reach the first fork on the 
rock bridge (Fig. 8) you can take a short detour to the left, which will lead you to a 
platform where you will find an elfin elixir. If you turn right at the next fork in the path, 
you will find a chest containing a metal king spear. Continue northeast. The path will 
eventually lead you to another cavern, deep inside the mountain. Stand on the dark 
stone slab to teleport to the next level 


LEVEL 4 


The path leads past a tombstone (Fig. 9) and back round the side of the mountain 
The turn-off to the right is a dead end. Continue straight ahead until you reach the 
door to the Dragovian Sanctuary. 


Mixing tip 


PS eer meerd 
metal king spear + razor wing boomerang = metal wing boomerang 


If your Hero specialises in using spears, you must weigh up what is more 
important to you before using this recipe: the most powerful spear in the 
game or the best of all boomerangs. 


THE ITEMS 


The first two items on the list can be found outside the 
buildings, while items 3-7 are in the first house on the left. 
Numbers 8-10 can be found on the ground floor of the 
house where you save your game, and numbers 11 and 12 
are behind the counter in the item shop. The last four items 
are in Chen Mui's hut: two on the ground floor and two 
upstairs. You can ignore the locked treasure chest, which 
will be opened later as the plot unfolds. 


DBAGOVIAN SANCTUABRY 


ITEMS 


1 | Mini medal 


Yggdrasi 


Fresh mik €) 


2 

3 

4 | Fresh milk I 
[5 


Premium mould 


Saint's ashes 


Mini medal 


6 
7 
8 | Rock salt 
9 


Mini medal 


10 | Nook grass 


11 | Mini medal 
12 | Chunky cheese 


13 | Highly-strung cheese 


© 
14 | mini meat © 
5 
aj 


15 | Angel cheese 


16 | Mini medal 


Dragon dung 


Devi's tail 


Magic water 
Saint's ashes 


Premium mould 


THE DRAGON VILLAGE 


A Dragovian called Chen Mui will accompany you as you 
explore the village. If you go upstairs in the second dwelling 
on the left, you can save your game (Fig. 10). You should also 
speak to the Council of Elders in the large hut to the north of 
the village (Fig. 11). Talk to the man guarding the door and 
enter the building. After the cutscene, address all four Elders, 
then Chen Mui will speak again. If you agree to his request, he 
will invite you to his house (next to the item shop). 


After the cutscene in Chen Mui's house, look for Chen Mui 
downstairs (Fig. 12) and speak to him again, then go back 
up to the bedroom. After spending the night there, address 
Chen Mui once more. He will ask you to go to the Heavenly 
Dais, which you can reach through a portal under the council 
chamber. Chen Mui's doors will always be open to you if you 
want to spend the night there free of charge; just speak to the 
man on the ground floor. 


DRAGON SCT 


Dedicated collectors should have found a total of 

113 mini medals by now. You can exchange 110 
medals for the flail of destruction, which Yangus can wield to 
strike all enemies. 


If the Hero specialises in wielding swords, the following mix is 
well worth concocting for the battles to come: 


(GJ dragonsbane + mighty armiet = dragon slayer 


EE 


1 


Mini medal 


Dangerous bustier” 
| Mini medal 


- 


Orichalcum* 


| skull heim 


* Ultimate key 


MONSTERS 


| Metal king slime 


Democrobot 


Head of state 


Body politic 


Right wing 


Left wing 


Invisible swordsman 


Hellspawn 


Belia} 


Hell's gatekeeper 


279 | Servant of darkness 


Crocodog 


FEARSOME CREATURES — 


You will frequently encounter rampaging great trolis on your journey to the Heavenly Dais. 
These beasts' critical hits can inflict over 350 points of damage. A belial can perform two 
actions per turn and inflict over 200 points of damage with increased tension. A heli's 
gatekeeper can inflict more than 150 points of damage with increased tension and over 300 
with a critical hit. Hellspawn have mastered cold breath and blazing fire, and can also send 
characters to sleep or inflict other status changes. 


LEVEL 1 


Once again, you must continue without a map. At first glance this 
level looks very confusing, but appearances can be deceptive. 
The exit is behind you, to the southeast. There are three paths in 
front of you: the middle one, leading upwards (west), is the path 
to Level 2 (Fig. 13). The other two lead to the same place. 


If you follow the path on the right, you will soon come to a fork. 
From here, if you follow the path to the west, you will find a chest 
at the end containing a dangerous bustier. If you go right, you 

will reach a small circular platform with a large pointed rock in 
the middle. Following the path on the left from the starting point 
also takes you to this platform. If you head up the path to the 

left of the circular platform you will reach a small cave (Fig. 14) 
containing a burial site. There are no items here, but one of the 
gravestones makes interesting reading. You can now return to the 
starting point (or use Evac). 


Follow the path in the middle until you reach the steps leading 
up to the next level (Fig. 15). On the way, you will pass a chest 
containing a mini medal at the bottom of a spiral pathway. 


LEVEL 2 


Climb up the shimmering trail of steps through the clouds to 
once again be faced with a choice of three paths: the steps on 
the right (northeast) lead to a dead end, the steps on the left 
(southwest) will take you to a chest containing the last mini 
medal, and the steps in the middle (northwest) will take you 
closer to your goal (Fig. 16). 


There are two routes to take on the next platform: go left 
(west) to find a chest containing a piece of orichalcum. The 
path to the right (north) leads-towards yourdestination. There 
is a chest on the platform with the enormous skull (Fig.17), 
which appropriately enough contains a skull helm, Use it in 

__the alchemy pot to-mix up your second timbrel of tension. 

„Now follow the steps up to the entrance to the Heavenly Dais. 
There is a mighty boss lurki ond the imposing front 
door, so heal your party befort g throug Á 


[mmo ma 


rord of the pragovians 


495 Agliy 126 
Level 


This boss usually performs two actions per turn. He can accumulated tension. Jessica and Yangus should also 
attack the entire party with flames, but most of the time he have a sage's stone. Angelo or Jessica can cast Kazing to 
only uses physical attacks. One hit generally costs you over resurrect dead characters. Note that any support spells 


_150 points of damage and his critical hits can sometimes cease lo be active for resurrected characters. Remember to 
take over 450 HP. His intimidating scream can knock the replenish Kabuff after about seven turns before it disappears 
characters off their feet. completely and must then be restored from scratch. 
Angelo should use the timbrel of tension practically every The Hero should combine the Dragon Slash ability anda 
turn. Yangus should increase Defence with Kabuff and dragon slayer sword when he attacks. The dragon slayer is 
(if available) a rune staff, until it reaches the maximum more powerful than the liquid metal sword because of the 
(+200). Jessica should cast Insulatle. Once you have built Attack bonus against dragons. If the boss’s Defence drops 
up your Defence, reduce the boss’s Defence using Sap or to zero, Yangus should switch from Helm Splitter to more 
Helm Splitter. Jessica can also use Acceleratle to ensure powerful attacks, such as Parallax. If Angelo and Jessica 
that the entire party always gets a hit in before the boss, increase their tension to 100, they too can attack. Another 
and Oomph to support the attackers. advantage of super high tension is that it automatically 
reduces the effect of enemy hits by 30%. 


Angelo and the Hero can also perform healing duties, 
the latter using Fullheal or Omniheal to avoid wasting 


TKK ed 


BE HERGISISECRER: 5 | 


After your victory, you will learn the secret of the Hero’s birth the alternative ending, or heading back to the Heavenly Dais to 
and of his mouse, Munchie. Chen Mui opens the locked chest undertake the Dragovian Trials. 

in his house and hands you the Argon ring. You can then talk 

to the Elders again. You have several different options at this Tip: You will be treated to short cutscenes if you visit the graves on the 


point, including tackling Rhapthorne one more time to unlock Dragovian Path (Level 4) and the Heavenly Dais (Level 1) with the ring. 


HE ALTERNATIVE ENDING 


hen you have received the Argon ring from Chen Mui, 
can see the “better” game ending, but first you must defeat 
Rhapthorne as previously (see page 197). After the victory 
celebrations in Trodain, the action switches to Savella. 
You must talk to King Clavius on the balcony of the Lord 
High Priest's Residence. You leave the building after this 
conversation — prepare to be astonished at what happens in the 
cathedral the next day! 


THE DBAGOVIAN TBIALS 


After your first victory over the Lord of the Drägovians, you Lord of the Dragovians. Each time, you will first have to defeat his 
can undertake the Dragovian Trials. To do this, you must slog human form before engaging in combat with the next dragon. 
your way to the Heavenly Dais all over again and speak to 

the Lord. He will fully restore the party's HP and MP before If the Hero is above Level 40, you can easily win the clashes 
battle commences. Your first contest is against the Lord of against the first dragons with the right equipment. Later, you 

the Dragovians in his human form. If you defeat him, combat will need two timbrels of tension and two good Monster Teams, 
immediately ensues against a dragon. You will receive a reward if including the Wizards o' Z (with Metabble at the head of the 

you win that clash too. You have six possible rewards to earn: if team). This crack unit can heal all the characters and raise the 
you want them all, you must battle five more times to defeat the dead using Zingslinger (see page 207). 


THE REWARDS 
Strengthen the alchemy pot 


The alchemy pot turns into the super alchemy pot (Fig. 18), 
with waiting times a thing of the past as each mix is ready 
immediately. If something is already simmering in the pot, stop 
the mix and start again and it will be ready instantly. 


Receive a legendary team monster 


The last infamous monster appears. You will find Hev at the 
lake south of Castle Trodain (Fig. 19). You can use him to form 
the team The King and Us, which can use the special attribute 
Maximaster. 


BECEIVE A DBAGOVIAN SWOBD 


e 
go The Dragovian sword is not particularly 
powerful; you must throw it into the (super) 
alchemy pot to create the best sword for the Hero. 


plee Papers, = 
Sd Dragovian king sword 


ENEN DAS 


‘DRUGONN TRAS 


The Hero's outward appearance changes (Fig. 20) when he 
wears the Dragovian armour, shield and helm. 


238 Lord of the pcagovians 
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Before each dragon battle, you must defeat the Lord of the 
Dragovians in his human form. His first action is always to 
cast Ihe Dragovian Seal, which usually paralyses the 
Hero for 3-5 turns. You can avoid this by summoning 
a Monster Team. Send the team back after the first 
turn before a monster dies. You can then summon the 
monsters again during the second battle. 


The boss acts twice per turn. He uses normal attacks 
(approx. 200 HP), Thin Air (approx. 100 HP each time) 
and psyche up. He very occasionally uses a wave of ice to 
remove special effects or evokes lightning (similar to the 
Lightning Storm used by Angelo/the Hero). The boss can 
heal himself by 500 points when his HP gets too low. Your 
party should stick to its tried-and-trusted actions, namely 
using the timbrel of tension, Helm Splitter/Sap, Oomph and 
possibly Acceleratle. Use increased tension to hit him hard! 


259 vermilion dragon 
EN ET EE oi 125 
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This dragon performs two actions per turn. He uses normal attacks 
(approx. 200 HP), critical hit (over 450 HP), flame breath (approx. 
100 HP each time), an intimidating scream and Gigaflash. 


There is nothing you can do if the characters are knocked off their 
feet by the dragon’s battle cry and have to miss a turn. It is also 
inevitable that critical hits will cause a character to frequently 
bite the dust. Gigaflash blinds the characters. When blinded, you 
can still use actions such as Gigaslash or call on a Monster Team. 
Spells such as Kaboom and Kaswoosh can also be cast in an 
emergency or you could use untargeted attacks such as Multithrust. 
Otherwise it is best to increase tension and attack using Helm 
Splitter and Dragon Slash or Twin Dragon Lash. You can choose 
your first reward after the battle. 
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This dragon acts up to three times per turn. He uses normal 
attacks (200-250 HP), Kasizzle (under 50 HP each time), meteor 
shower (up to 100 HP each time), blinds the party (Dazzled) and 
sends one character to sleep. 


Although the dragon has very low HP. his Defence is unfortunately 
extremely high and cannot be reduced! He is immune to all 

spells. If the levels of the characters are around the low 40s, it 

Ís conceivable that the Hero could inflict less than 100 points 

of damage, even with full tension and using Oomph. If this is 

the case, you will have to resort to other tactics. You could, for 
example, have Yangus attack repeatedly using Executioner. If such 
an attack hits home, the Defence level is irrelevant and Yangus 
will inflict approximately 250-300 points of damage each 
time. Oomph is therefore not cast, so the other characters 
can concentrate on using the timbrel of tension, Kabuft, 
Acceleratle, Magic Barrier and Kazing. In the worse case 
scenario, you could summon the monster teams Wizards 
0’Z or The King and Us, if you have already appointed the 
relevant infamous monster to your team. 
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‚ Divine Dragon 


This dragon performs two actions per turn. He uses normal attacks 
(over 250 HP), critical hit (over 500 HP), frightfully cold breath (up 
to 150 HP each time), psyche up and wave of ice. 


The divine dragon is immune to Sap, but has a relatively low level 
of Defence. The wave of ice is not deployed very often, so you 
should focus on increasing tension and also build up Defence, 
Attack and Agility. Protection using Insulatle is also crucial. If your 
party is strong enough and you do not fall victim to the waves of 
ice, you can secure the sixth and last reward from the Dragovian 
Trials. You can then face yet another bonus trial, but you will 
receive neither a reward nor experience points for this ultimate 
battle against eight adversaries! 
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The bonus trial involves fighting the Lord of the 
Dragovians in his seven dragon forms, one after the 
other. Remember that you can summon the monster 
team The King and Us ín each battle to fully heal the 
party and to increase Defence. Each of the famous 
dragons has approximately 50% of their normal HP: 


* Lord of the Dragovians: 3000 HP 
* Vermilion dragon: 2550 HP 

+ Emerald dragon: 4660 HP 

* Silver dragon: 2520 HP 

* Golden dragon: 2780 HP 

+ Darksteel dragon: 955 HP 

+ Divine dragon: 4730 HP 
The ultimate dragon performs up to three actions per 
turn. He uses normal attacks (over 300 HP), psyche 
up, fire and ice breath, intimidating scream, Magic. 
Burst, MP regeneration and wave of ice. 


The final dragon is the most dangerous enemy in the 
game and his increased tension inflicts substantial 
damage. It is crucial that you use Insulatle after every 
wave of ice. The most dangerous attack is the Magic 
Burst: the boss uses up his entire MP in one attack, 
inflicting over 200 points of damage on each character. 
Owing to his ability to regenerate MP, he can mount these 
attacks more frequently. As he has up to three actions 
per turn, any attempt to reduce the dragon’s tension 
with Angelo’s Sarcastic Snigger/Chilling Chuckle will be 
practically useless. Basically, you must try to psyche the 
Hero's tension up to as high a level as possible, so that he can 
then strike with Dragon Slash, supported by Oomph. It would help 


all the characters were at Level 50 or above. 
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There is no reward for victory over all incarnations of the Lord 

of the Dragovians, but the Ultimate Dragon will be added to the 
Defeated Monster List. When you have completed all 295 entries, 
you will receive a little token from King Trode the next time you look 
at the Defeated Monsters List:the gospel ring, which you can use to 
eliminate all random combat when wandering around the world. 
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ing for a particular piece of information? Puzzled by 
e terminology? Fear not! The index below has over 


350 entries designed to help you find your way. Green page 
numbers represent maps, which are always accompanied by a 
‚_list of items located in the corresponding area and, of course, 


En (general) 23 


the relevant gameplay help. Orange page numbers denote the 
Secrets chapter, and red page numbers indicate the Top Secret 
section. Important: the orange and red page numbers point to 
plot “spoilers”. 
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Each new Piggyback guide presents us with four quests in our enduring search to 
S publishthe ultimate game guide. Our R&D teams pursue new levels of perfection with 
each guide project. These cover the following areas: 


Our authors strive to write entertaining, approachable and sublimely comprehensive guides. They pay 
particular attention to ensuring that there are no spoilers in our books. Our aim is that each guide is a 
' celebration of all that is excellent about the game it represents. 


@ DESIGN QUEST 


As well as integrating and adapting official artwork, high-resolution screenshots and background images 
our designers shape each page to recreate the atmosphere of the game you are playing. 


@ STRUCTURE QUEST 


Enabling players to address all possible questions and locate corresponding answers immediately is a 
priority quest. At Piggyback we continue to refine and evolve a full range of exclusive features, such as 
our user-friendly tab system, quick-search index, glossary, use of coloured text for player orientation, 
eross-referencing and back cover foldout. These features are unique to our guides and make them all- 
encompassing in an accommodating way. 


@ PRINTING QUEST 


We make every effort to ensure high-quality printing and so we carefully select the best materials (paper, 
ink and glue), the most advanced printing and binding machines and the most appropriate trimmings to 
ensure that each guide is a genuine collector's item. 


Since our founding in 1998, we have published a number of guides on Square Enix titles including 
Final Fantasy® VIII, Final Fantasy® IX, Final Fantasy® X, Final Fantasy® X-2, Final Fantasy® Crystal 
Chronicles and Kingdom Hearts. Feel free to download samples pages of each at our website. 
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This complete guide to Dragon Quest offers 
over 200 colour pages packed with stunning 
exclusive artwork and previously unreleased 
information direct from the development team. 
This book is the result of over seven months 
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